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For fans of online role-playing games, the release of Neverwinter Nights in 2002 was a revelation. 
The game shipped with a robust suite of world-building tools, giving wannabe dungeon masters 
the ability to create their own scenarios and modules to share online. The game was an immediate 
hit, and while it was a big departure from the previous Dungeons & Dragons games from BioWare, 
like the esteemed Baldur's Gate I1, the game and its expansion packs went on to sell over a million 
copies. 


Now, over four years later, Obsidian picks up the mantle with Neverwinter Nights 2. The game is 
superficially the same as Neverwinter Nights, but is improved in almost every way, especially for 
fans of in-depth single-player role-playing games. While the story of Neverwinter 1 was 
serviceable, the game was built around the multiplayer arena, and thus, even in the single-player 
game, you could only control one character, and your party's maximum size was all of two 
characters, which was a far cry from the five or six-person parties of the older Infinity Engine 
games. 


In Neverwinter Nights 2, though, these limitations have been eased, and your nominal party cap is 
now four players, all of which are individually controllable in battle. (At times, you may find 
yourself with as many as seven or eight characters or creatures in your party!) The game’s 
storyline has been given the standard Oblivion touch, as well, with character romances, the ability 
to shift alignment from good to evil (or back), and the ability to influence your followers as you 
advance through the plot. All in all, the package is a devilishly compelling one for fans of in-depth 
computer RPGs. 


Important Note! 


GameSpot’s Game Guide to Neverwinter Nights 2 will eventually be much more complete than it is 
now. For the moment, we've got plenty of general tips on the gameplay for you, some tips on the 
classes and character creation, crafting recipes, and a walkthrough of the first chapter of the 
game. We'll have plenty more to add to the guide, including walkthroughs for side quests and the 
rest of the game, details on multiclassing, prestige classes, and skills and feats, when we finish it 
off in Part Two of the guide. 


General Tips 


We've Come To Buff - YOU UP! 


Buffing - the act of casting spells that enhance your character's abilities or offensive or defensive 
capabilities - is a long-standing tradition in RPGs, and in D&D games especially. While you can 
probably beat the game without ever casting Stoneskin or Bull's Strength, Knowing what spells to 


cast and on which characters is a big, big help. 


Most of the spells listed below are arcane spells, which means that you'll need to have a sorcerer 
or wizard in your party to cast them. Some of them can be cast by divine spellcasters, as well, so 
bringing along a priest or druid may be helpful. Some are castable by any class. Most well- 
balanced parties, though, will have at least one divine and one arcane spellcaster in them, so it 
shouldn't be too difficult to cover all the bases. 


Important Buff Spells 


This list of important buff spells is ranked in the order that you're likely to acquire them in. We're 
not going to list every buff spell in the game; just those you'd likely want to use fairly often. If a 
spell's not on this list, that usually means that its duration is too short when compared to the 
effect it lends; there are plenty of spells that offer a nice buff, but which only last for six seconds 
per level of the caster, which is good enough for only one fight, on average. 


Endure Elements/ Resist Elements/ Protection from Energy: Endure and resist elements 
will protect the target from a certain amount of elemental damage before fading away. Good 
against most caster enemies, since it works against Fireball and Lightning Bolt spells and all other 
types of elemental damage. 


Mage Armor/ | mproved Mage Armor: Along with Magic Missiles, Mage Armor is undoubtedly 
the first-level arcane spell with the most application throughout the length of the game. It adds a 
large +4 AC bonus to the target, and can be cast on anyone in the party, not just the caster. This 
is a standard magical effect, so this won't stack with most equipment-based magical AC deflection 
bonuses, such as Rings of Protection, but is still going to be the largest AC bonus you can cast 
onto a character most of the time. 


Improved Mage Armor is available at the third level of spells and lets the AC bonus go even 
higher, but it’ll be a bit more difficult to fit it into your spellbook since the important Fireball and 
Flame Arrow spells are there as well. Best to save that only for your frontline fighters and use 
regular Mage Armor for everyone else. 


Second Level Buffs: Bear's Endurance, Bull’s Strength, Eagle’s Splendor, Fox’s Cunning, Owl’s 
Wisdom, and Cat’s Grace are all excellent spells, since they add a whopping four points to a 
character's ability score. Although they don’t last quite as long as they used to, at 10 rounds per 
caster level they're unlikely to fade away before you've gone through a number of fights. These 
can either be used to shore up a character’s weaknesses (a low-HP wizard or sorcerer can make 
use of the extra health afforded by Bear’s Endurance), but are more commonly used to emphasize 
a strength. All of your melee characters will want to have Bull’s Strength applied to them, while 
ranged attackers and characters with light armor will benefit from Cat’s Grace. These are available 
at the second level of spells for clerics, druids, and wizards/sorcerers (not all classes can cast all of 
the spells listed, though), so they'll come in handy fairly early on in the game and will remain so 
until the end. 


Note that these bonuses don’t stack with magical bonuses from equipment, so if you get a Belt of 


Storm Giant Strength that adds +4 Strength to your character, casting a Bull’s Strength on that 
character wouldn't do anything. 


A good suite of buffs will render your party all but invulnerable, at least to physical 
damage. 


Barkskin: One of the only reasons you probably want a druid in your party, Barkskin will add 
anywhere from +2 to +5 AC to the target, depending on the level of the caster (it maxes out at 
caster level 12). This is a bonus to the target’s natural armor rating, which very few other magical 
effects can boost, so this will rarely overlap with other magical AC bonuses, such as Mage Armor. 
If you don’t want to bother with keeping a druid around, though, you can let a player-created 
Cleric earn the ability to cast this spell by giving him or her the Plant domain at character creation. 


Stoneskin/ Greater Stoneskin: When you gain a character that’s capable of casting Stoneskin 
on everyone in your party, you've effectively switched on easy mode for the bulk of the game: it’s 
that damn good. Stoneskin gives your party the ability to ignore the first 10 points of damage that 
come their way from every physical attack unless the weapon that’s being used against them is 
fused with adamantium, up to the point where it absorbs 100 points of damage, when it then 
fades away. Greater Stoneskin ups the resistance to the first 20 points of damage, up to 150 
damage total. 


Put bluntly, these skills make your characters all but immune to physical damage until they run 
out of juice, which in most cases won't happen until you need to rest anyway. Enemies that can 
bust out large critical hits (which only occur on the Hardcore difficulty anyway) will be able to get 
up and over the damage resistance, and it won't affect magical damage at all, so you'll still take 
normal spell damage. That said, the bulk of the enemies you'll face will be the regular joes with 
swords, so these spells are great ways to extend the length of gameplay before you have to rest. 
As with Mage Armor, save the Greater Stoneskins for your frontline melee characters and use 
regular Stoneskin for your archers and spellcasters. 


Haste: Haste is a fantastic spell to cast just before entering into a tough battle, assuming that 
you can see it coming and don’t have to deal with any kind of lengthy conversation beforehand. 


When cast, the target and all nearby allies will be granted with haste, which confers a +1 bonus to 
attack rolls and AC, a 50% movement speed bonus, and, most importantly, one extra attack per 
round at full attack bonus. With the powerful weapons that you'll be getting in the course of the 
game, an extra attack is going to make quick work of most enemies. 


Note that the 50% movement speed bonus makes this a great spell for getting around town 
quicker, as well. 


Improved Invisibility: | mproved Invisibility renders the subject invisible for one round per level 
of the caster. Unlike normal invisibility, though, the improved version doesn’t wear off if the 
subject attacks. Thus, if you cast this on a melee warrior, they'll gain all the benefits of invisibility 
until the spell wears off. This is especially valuable to melee characters, since becoming invisible 
will give all attacks thrown their way a full 50% chance to miss, and they'll also be immune to 
attacks of opportunity. They may also be untargetable by spells. This confers an obvious 
advantage upon the subject in battle. The lower-level Invisibility spell has its uses, but Improved 
Invisibility is the better choice if you intend to fight while under the influence. 


Dealing With Artificial Intelligence 


We'll be honest with you here: the default Al settings in NWN2 are going to be fairly poor for most 
players. It’s nice to have characters that are willing to act on their own, but all too often, if you 
leave characters to their own devices, they'll do things like run past two opponents and get 
Attacks of Opportunity thrown there way to protect the party leader or cast Dispel Magic on 
enemies without any magical effects on them. You’re going to want to tweak your party’s Al 
settings to make the most of them, and most players will probably want to tone the Al down a bit 
to give themselves more control over the proceedings. 


Here’s a list of the Al options in the game, along with our preferred settings. You can find all of 
these by opening a character window (the "c" button by default) and browsing to the Behavior 
panel. 


Puppet Mode: Setting this to "On" will prevent your followers from acting on their own initiative. 
They won't fight, cast spells, or even move, unless you’re outside of combat. This is a pretty 
severe step to take, since you'll have to constantly be pausing and issuing new orders to a 
character with puppet mode on. If you’re going to be using this, it'll usually be best reserved for 
spellcasters with ranged weapons. If you keep them on puppet mode, they won't attack when you 
start a fight, thus hopefully preventing enemies from getting angry and attacking them, thus 
letting them sit back for a round or two until the melee is ongoing before busting out their spells. 
You pretty much never want to have a melee character turned to puppet, unless you're trying to 
retreat from enemies or need to prevent them from attacking, such as if they're under the effects 
of an Invisibility spell. 


Follow Distance: The difference between following near or following far is so small that this 
choice is effectively meaningless. You may want to have archers and spellcasters set to medium or 
far distances, just so that they lag a bit behind you if you stumble across an enemy while running 
around, but keep in mind that setting them to far following will often put them out of the range of 


a merchant when your main character speaks to them, thus forcing you to move them closer to 
the merchant and speak to him or her again before you can actually buy or sell anything for the 
character. It’s generally best to just set everyone to Near; these follow settings have a marginal 
effect in combat. 


Disarm Traps: You may as well disable this, even for rogues. Disarming traps is a simple matter 
of right-clicking on a trap, and enabling this behavior will sometimes cause rogues to run away 
from combat to disable a trap on the far side of your enemies. 


Defend Master: When this is enabled, any character that has it turned on will switch targets in 
combat to strike at enemies that are attacking the character you’re currently controlling. For the 
most part, Stoneskin and other buffs will make this necessary, and if you’re playing on Hardcore 
difficulty, this is actually a bad thing to enable, at least for melee characters. If you’re in a scrap 
and get whacked, causing your other melee characters to come to your aid, they'll often turn their 
backs or run past enemies, causing attacks of opportunity from all of them, which will more often 
than not get them dead real quick. 


Best to simply disable this and manually re-target your characters to defend any characters that 
are getting pounded. A much more helpful Al setting would’ve been something like "target same 
enemy as master" or something similar. 
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Khelgar will help you on his own sweet time. The Al isn’t all that TE SO o take 
control of most of it yourself. 


Open Locks: Same deal as disarm traps, although your're less likely to run into problems with this 
in the middle of combat, since the Al setting doesn’t take over until you actually click on a locked 
item. Feel free to keep this on for rogues. 


Stealth Mode: Personally, we're not great fans of stealth mode in computer versions of 
Dungeons and Dragons. It has some applications, but for the most part you're going to have to 
fight everyone you encounter no matter what, so attempting to sneak past them isn’t usually 
necessary. This can be useful for getting sneak attacks on enemies, but for the most part that can 
be affected by simply moving Neeshka or your rogue behind their foes before unleashing their 
attacks. We usually kept this disabled, not least because your characters move at half speed while 
stealthed. 


Spellicasting: A controversial option! You have four options here, with the obvious choice being 
"Off". While it might seem nice to have your spellcasters able to cast spells on their own during 
combat, it’s an unfortunate truth that the Al for selecting appropriate spells is somewhat retarded. 
(It’s possible it was improved in the 1.01 patch, however.) For our part, we got tired of seeing our 
cleric character attempt to cast Cure Minor Wounds every time they got hit and Elanee casting 
Dispel Magic on enemies without any magical effects on themselves. It’s generally best to just 
control all your spellcasting manually. 


That said, if you want to automate your spellcasting, be sure to weed your memorized spells to 
eliminate anything you don’t actually want your casters to throw out during battle. Clerics, 
especially, have a tendency to overheal, so eliminate all the healing spells from their spellbooks 
and use spontaneous conversion to cast them from the quickcast bar. 


Dispel Spells: Dispel Magic will work on positive buffs that have been cast on friendly characters. 
Since you'll probably be casting Stoneskin and many other buffs on your friendly characters, this 
option should be turned off for all characters. If you get hit with something particularly nasty, you 
can still cast it manually, but disabling this option will prevent your characters from getting wiped 
everytime they get a minor debuff. 


Item Usage: If you turn this on, characters will use wands, scrolls, and other items during 
combat. The utility of this depends on your mood; personally, we hated knowing that our 
characters would be using up charges on powerful items without our direct say-so, so we turned 
this option off. Note that even with this option off, characters will still burn through Cure potions 
when they feel it’s necessary to do so. 


Ability Usage: We're not sure if this flag actually does anything; we noticed Khelgar continually 
using Knockdown, despite having this flag turned off. We personally don’t trust the Al enough to 
know when using an ability is smart or not, so we turned this off and used abilities and feats 
manually. 


Combat Mode Usage: This will effect whether or not your character uses things like Rapid Shot, 
Parry, and Power Attack. Since some combat modes are more useful than others, and we'd be 
dismayed to find that our character with a -15 adjustment to Parry was using that mode, so we 


typically kept this off. There isn’t a fight in the game that’s unwinnable without modes, so 
choosing these manually is the best bet. 


So...yeah. Basically just turn all the Al options off. This will let your characters pick new targets to 
attack in combat on their own, but not much else - and that’s just the way we like it. 


One important thing to remember about commanding a party is that you have Broadcast 
Commands at your disposal. If you right-click on the ground, or on a party member, and hold the 
button down, you'll open up a context menu with a number of commands available to you. 
Arguably the most important one here is Stand Your Ground, which, when issued as a general 
command, will tell all of your party members to simply stand still. This is really useful when you 
know there’s a big group of enemies coming up, since it'll let you move just your spellcaster over 
and drop a Fireball on them from afar, without having to worry about your other teammates 
running off and automatically attacking the foes, thus dispersing them from their tight little group. 
J ust be sure to issue the Attack Nearest Target afterwards, or your teammates will likely stand 
around like zombies. 


These commands temporarily override the Behavior flags you set for your Al teammates, so feel 
free to use them liberally in situations in which they’re warranted. Another situation in which you 
might want to park your party is when you know there are traps up ahead; you can move your 
rogue forward to deal with them solo, without having to worry about your Al teammates running 
forward like stupid people and tripping them all. 


You can make characters as exotic or plain as you like in Neverwinter Nights. 


Neverwinter Nights 2 has one of the most exhaustive character creation and advancement 
systems you're likely to ever find in any role-playing game, for computers or consoles. There's a 
simply stunning array of choices to choose from, and to a certain extent, the game assumes a bit 


of pre-knowledge with the Dungeons and Dragons set of rules. That's not a bad assumption, 
considering how many games have been based on the rules over the past 20 years or so. 


If you've never played Neverwinter Nights, Temple of Elemental Evil, or any other recent 
Dungeons & Dragons computer game, then you're going to have a lot to absorb. Your best bet, if 
you actually want to understand the rules that govern your game experience, is to take a couple 
of hours and look through the game's manual, starting at the beginning and reading it until your 
eyes glaze over. It's more of a textbook than anything else (although it is well-written). That said, 
it's not really necessary to know all of the rules to play the game; if you want to just jump right in, 
you can pick one of the pre-made characters from a simple class, like a fighter or barbarian, and 
go to town. You'll be playing in no time. 


A Note On Races 


There are a lot of races in the game. A lot of races. If you played Neverwinter Nights, most of 
these should be familiar to you. All of them are described in-depth in the game's manual (which is 
also available in the Documentation folder in the game's directory as a PDF file), as well as in the 
game itself. 


Even though your racial choice is the first one you'll make when you select a character, you'll 
probably want to decide on your class first, then work backwards to decide on which race best fits 
the class you've chosen (the game's recommendations are usually good in this regard). If you're a 
hardcore role-player, or want to make a character that'll have a more challenging time getting 
through the game, then by all means make a gnome barbarian or a half-orc wizard. Your choice of 
class will have a greater impact on your gameplay experience than your racial choice will, but an 
odd mixture of the two can make for a somewhat gimped character...or one that's interesting to 
role-play as. 


Ability Adjustments 


That said, if you want a simple tip on picking a race, then know that the most important aspect of 
most races are the ability adjustments that they receive. Most races will take a bonus in one score 
in exchange for a penalty to another. Halflings, for instance, receive a -2 penalty to Strength, but 
in exchange for that, get a +2 bonus to Dexterity. Thus, they obviously make a poor choice if 
you're planning on playing as a fighter, who use Strength to wield weapons and who don't have 
much need for Dexterity, but they'll work well as a bow-wielding rogue, who can use the Dexterity 
bonus to increase their ranged attack rolls and their dodge AC. 


Level Adjustments 


Some of the sub-races that are available in Neverwinter Nights 2 are powerful sub-races. These 
are races that haven't typically been available in Dungeons and Dragons games, whether 
computer or paper, before the advent of the 3rd Edition ruleset, having mostly been featured as 
NPCs or enemy races. Their inclusion in Neverwinter Nights 2 will allow you some flexibility in 
terms of what kind of race you wish to be, and many of them are quite powerful when compared 
to the normal races, but they all come with a drawback: the dreaded level adjustment. 


When you pick a class with a level adjustment, you should be aware that they'll require more 
experience before they gain levels, at least when compared to characters of the normal races. For 
instance, if you start the game with a Tiefling, who have level adjustments of plus one, your 
character will always be one character level behind the normal races in your party. If your 
partners get to level six, then, you'll be at level five. The most severe level adjustment in the 
game is that of the deep gnomes, who will be a full three levels behind their teammates as they 
play through the game. 


Whitethistle, whitethistle, all in a row, in Neverwinter Woods they all grow.. 


Gnomes don't get a level adjustment. But maybe they should, if only because this 
little bard is one of them. 


Whether or not these adjustments are worth the bonuses these races get is up to the individual 
player. Their impact will usually depend on the class that you choose, although every class will 
obviously be impacted by them. Rogues are arguably the least impacted by level adjustments, 
especially if you counteract the lack of speed in skill increases with a high Intelligence score, while 
spellcasters are perhaps the most crippled by it, since they'll gain their spells more slowly, and, 
well, spellcasters live and die by their spell selection. 


Personally, we wouldn't recommend taking a level adjustment of more than plus one for your 
main character. Tiefling and Aasimar planetouched characters make great rogues and clerics or 
paladins, respectively. The Aasimar level adjustment is mostly due to the fact that you get two 
ability bonuses and no negatives; none of their special abilities are particularly noteworthy. Still, 
extra charisma and wisdom are very helpful. Making a Tiefling rogue isn't really necessary, since 
Neeshka appears so early on in the game. You can feel free to make that chaotic good drow 
ranger that dual-wields scimitars if you wish, but you will definitely lag far behind your traveling 
companions if you do so. 


Don’t Count Out The Humans 


A human character might not be as exotic a choice as a half-orc or a deep gnome, but they're 


solid nonetheless, and oftentimes their bonuses will be more useful than the specialized races. 
They’re not much to talk about (one extra feat at first level and one extra skill point at each level- 
up), but the extra feat can be critical for classes that advance in feats very slowly, like sorcerers 
and wizards. Don't think that just because they're the baseline race that they don’t have their 
uses! 


Standard Classes 


There are a large number of classes available to you at the outset of Neverwinter Nights 2, and a 
larger total number of classes in the game than has probably ever been seen in a Dungeons & 
Dragons game. This chapter will introduce you to the standard classes that you can start the game 
as, and give you some of the pros and cons that come along with them. Again, if you need 

specific details on each class, check the manual. 


Barbarian 


Barbarians are an interesting class, and a powerful one for players who aren't particularly 
concerned with niceties or talking their way through situations. Arguably the best pure warriors 
the game has to offer, barbarians are ideal for anyone who just wants to use weapons to cut their 
way through whatever challenges the game throws in your way. 


The main ways in which a barbarian differs from a fighter class is in their hit die (d12 as opposed 
to d10, which means more hit points at each level-up) and their ability to enter a rage state, which 
nets you large bonuses to your Strength and Constitution for a short period of time. The former is 
more important than the latter; even on hardcore difficulty, you likely won't have to rage very 
often, even in tough fights, thanks to defensive buffs. 


If you do play as a barbarian, then you may want to focus on using two-handed weapons and 
forgo the use of shields entirely. This is less of a drawback than it is for a fighter class, since you 
can't use tower shields anyway, which are going to be the source of the biggest AC gains for other 
combat classes, and you can make up the lost AC with a Mage Armor or Barkskin spell anyway. 
Hell, if you want to get really crazy, go for the Monkey Grip feat along with the Two-Weapon 
Fighting and get a pair of two-handed weapons to pulverize your opponents. Yeah, you'll take a 
large attack penalty for each of your attacks, but when you do hit, you'll deal some wicked 
damage! 


Pros 


e Large reservoir of health to draw from. 
e Uncanny Dodge renders them immune to sneak attacks from rogues. 


Cons 


e Inability to use tower shields and heavy armor. You can remedy this by splashing for one 
level of fighter. 


Bard 


Bards are decidedly not for beginners or powergamers. Instead of focusing on one kind of tactic 
(combat, spellcasting, trickery), bards attempt to roll together a number of different strengths and 
weaknesses into one class. As such, they're capable of dealing damage with long swords, arcane 
spells, or by singing songs. 


Singing songs, you say? That's right, bards are capable of singing two kinds of songs: inspirations 
and bardic music. If you've ever played World of Warcraft, then you might as well think of 
inspirations as being effectively similar to a Paladin's aura abilities; when activated, they remain 
active and give all the characters in the party some small benefit, such as increased attack rolls or 
DC, or affect all enemies with a negative effect. Inspirations can be kept active while the bard 
performs other actions, such as attacking, but you can only have one active at a time, and they'll 
be cancelled if you try to sing a bardsong. 


Bardsongs are more along the line of a classic spell; when sung, these songs will grant some kind 
of positive effect, but only for a short duration, after which point they'll need to be re-sung. Most 
bards will have the Lingering Song feat, though, which will extend the duration of their songs by 
five rounds. 


In addition to the music, bards will be able to cast arcane spells in the same manner as a sorcerer, 
without having to worry about scribing scrolls or managing a spellbook. They're prevented from 
casting the most powerful direct-damage spells, but should be able to learn some basic buffs to 
supplement their bardsongs. 


Since Charisma is so important to bards, this class is also a good choice if you want to try maxing 
out your bluff/diplomacy/intimidate skills and use them to avoid some of the game's fights. 


Pros 
e Jack of all trades: many different abilities to draw on. 
e Unique, interesting gameplay experience. 
e Excellent at buffing party members and using speechcraft to avoid fights. 


Cons 


e Master of none: lack of specialization can make the class feel unfocused. 
e Difficult to find a slot for bards in a four-person party. 


Cleric 


Clerics are heavy-armor wearing divine spellcasters. While they're typically thought of as healers, 
clerics are just as adept at "kicking ass for the lord" when the need arises; they're adept at 
wielding heavy armor and all manner of blunt instruments, such as flails and maces, although 


their need to focus their ability scores in Wisdom prevents them from getting super high Strength 
like fighters. Which isn't to say that they aren't very good as healers; their range of healing spells 
is indeed much more broad than any other class, and their ability to soontaneously convert 


memorized spells into healing spells makes them quite adaptable when selecting what spells to 
memorize. 


eu 


Supersizing yourself with Righteous Might is all part of the fun of being a cleric. 


Thanks to their ability to wield heavy armor and arms, clerics typically work best as supplementary 
front-line fighters with the ability to memorize buffs and healing spells. Keep in mind that in the 
hardcore ruleset, your clerics involved in melee combat will incur attacks of opportunity when they 
attempt to cast spells. Luckily, buffs like Mage Armor and Stoneskin will all but eliminate the need 
to cast healing spells in combat by the time you reach level seven or so. 


Note that clerics are able to choose two domains when you go through character creation. You 
can find the domains and their various bonuses on page 140 and 141 of your manual. For our 
money, the two best choices here are Healing, which will empower all of your healing spells and 
neat you some powerful healing spells earlier than you would normally get them, and either 
Animal or Plant. Animal will give you the ability to summon an animal companion which, when 
combined with Stoneskin and Mage Armor, makes for a very effective fifth target for your party, 
while Plant grants you the ability to cast Barkskin at third level, which is a very handy spell. 


Pros 


e Capable of wearing heavy armor without impacting spellcasting. 
e Can turn undead to stun or destroy undead enemies. 
e Good general fighting skills. 


Cons 


e Takes attacks of opportunity when casting spells in melee combat. 
e Cannot use most bladed weapons. 
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Don't forget to summon and use your druid’s animal companion. 


The druid is a nature-based spellcasting class capable of weaving divine spells like a cleric, but 
with a focus on animal and nature spells. They add to their spellcasting abilities a number of other 
exotic traits, such as the ability to summon an animal companion and the ability to shapechange a 
number of times per day, eventually even into elemental forms. 


In pure gameplay terms, there isn't too much to recommend druids over another, more 
specialized class. Shapeshifting is neat and all, but in general it's not going to lend your party that 
much more offensive power than a dedicated fighter or barbarian character would. Druids are 
capable healers when targeted towards that end, but they lack the cleric ability to soontaneously 
convert their spells to heals (they can convert spells, but wind up with various ranks of summon 


creature instead of heals). One noticeable benefit to having a druid in your party is the ability to 
cast the Barkskin spell, which lends a nice AC bonus to characters it's cast on, but clerics with the 
Plant domain and rangers are both capable of casting this spell. 


Pros 


e Can shapeshift. 
e Barkskin! 


Cons 


e Not particularly fantastic in combat due to armor restrictions. 
e Shapeshifting doesn’t scale well at high levels. 


Fighter 


Ah, fighters. The classic class of Dungeons & Dragons. These stalwart warriors are one of the 
most solid classes in the game, even if they do come off as feeling a bit generic. There isn't a 
huge amount to say about them; they don’t get any of the crazy special features that the other 
classes do, but instead are capable at wielding almost any kind of weapon or armor that you find 
with ease. The main benefit to rolling a fighter is the extra feats; you'll gain a bonus feat at every 
other level, letting you easily obtain most of the powerful abilities that can only be obtained 
through feats. Fighters are an excellent class for players who want to use all the magical weapons 
that you find throughout the game. 


The other big benefit (which goes unmentioned in the Fighter section of the manual) is that 
Fighters are the only characters capable of obtaining the Weapon Specialization feat. When you 
reach level four, you can obtain Weapon Specialization for a given kind of weapon (assuming you 
obtained the appropriate proficiency and the Weapon Focus feat), which allows you to deal +2 
damage with it on every successful hit. If you level up further as a Fighter, you'll unlock the 
Greater Weapon Focus and Greater Weapon Specialization feats at levels eight and twelve, which 
further increase your mastery over a single weapon type, such as a longbow or a bastard sword. 


Tip: In previous D&D games, specialization in a certain type of weapon was somewhat risky; you 
could find yourself going through most of the game without finding a powerful magical weapon of 
the type that you're specializing in. Since NWN2 has such a strong crafting component, though, 
you can relatively easily make powerful magical weapons of any sort that you like, so feel free to 
specialize in something offbeat or exotic if you like. 


A fighter with Intelligence and Dexterity scores of at least 13 will be able to unlock feats that allow 
them to proceed to the Weapon Master prestige class later in the game, which further increases 
their specialization and makes them more or less the powerful engines of destruction you're likely 
to use in the game. 


Tip: If you want to try something different with your fighter, you may want to attempt to 
maximize your Dexterity instead of your Strength. A dexterity-based fighter will be able to use 


Skills like Weapon Finesse, Mobility, and Tumbling to roam around on the battlefield and deal 
damage, as opposed to standard Strength-based fighters. Two-Weapon Fighting and its Improved 
and Greater variants will also be available to you with a high dexterity, and dexterity-based 
fighters are also ideal for multiclassing with ranks of wizard/sorcerer or rogue. 


Pros 


e Extra feats make mastering multiple weapons and obtaining new combat abilities a breeze. 

e Weapon specialization allows them to further increase the damage they deal with their 
specified weapon. 

e Excellent class for multi-classing, especially with other warrior-type classes. 


Cons 


e Have a somewhat generic feel to them, owing to their lack of special skills. 
Monk 


Monks are one of the most unique classes in Dungeons & Dragons, and offer up some intriguingly 
non-standard gameplay talents. The most obvious difference about monks is that, although 
they're frontline fighters, they don’t rely on weapons or armor in combat, instead preferring to 
deal damage with their fists and resist damage with their ability to focus their ki energies. 


Monks start off somewhat slowly and will be a tougher class to gain levels with early on when 
compared to a fighter or barbarian. (Luckily, the fact that you go up to level three automatically if 
you skip the tutorial will help you here a bit.) When you reach higher levels, though, you'll be 
quite powerful. While a Weapon Master will likely still be able to handily out-damage you in 
combat, a high-level monk can still be quite useful, especially in specialized roles, such as scouting 
ahead of the main party for enemies or for taking down weaker rearguard foes like mages and 
archers. 


Pros 


e Broad range of extra abilities when fighting unarmed and unarmored. 
e Less reliant on equipment than other classes. 


Cons 
e Starts off slowly. 


e Requires high scores in multiple abilities (Dex, Str, and Wis) to make the most of their 
combat skills. 


Paladin 


Paladins are holy warriors, dedicated to serving the public trust, protecting the innocent, and 


upholding the public trust. They emphasize the warrior aspects of their faith, taking the high hit 
die of a fighter and most of the same weapon proficiencies (although they’re unable to wield 
tower shields without acquiring the feat). Their special abilities are generally weaker derivatives of 
abilities that clerics get earlier on as they level up (turn undead, divine spells, etc.), but some of 
their abilities, such as Lay On Hands, will come in handy in many a pinch. 


Typically speaking, it’s generally wiser to play a cleric if you enjoy the divine abilities of the 
paladin; you'll lose some health and the ability to wield bladed weapons, but will still be a powerful 
force in combat and will have many more spellcasting choices available to you. Even a 
multiclassed fighter/cleric will often be a better choice than a paladin. There’s nothing wrong with 
them, but the benefits of playing them won't often be overwhelmingly great. 


Dedicated paladins do gain the ability to wield the mighty Holy Avenger sword, which is generally 
the best weapon available in any given Dungeons & Dragons game. That said, you'll be getting a 
paladin follower by the end of Chapter One of the single-player game, so there’s no real need to 
make a paladin yourself unless you want to role-play as a lawful good character. 


Note that veering away from a pure Lawful Good alignment in NWN2 will prevent you from 
gaining levels as a paladin. 


Pros 


e Can use some powerful unique abilities, such as Aura of Courage and Lay On Hands. 
e Are the only class capable of wielding the Holy Avenger. 


Cons 


e Emphasize multiple abilities, making it difficult to excel in any one of them. 
Ranger 


Rangers are an interesting class, blending elements of druids, rogue, and fighters all in one. 
They're not quite a jack-of-all-trades, though, since their abilities definitely lean towards those that 
supplement combat. 


MOUS 


Taken on their own, rangers are somewhat weaker than most other classes. Since they're 
restricted to light armor for most of their bonus feats (which they begin earning at level two), and 
they don't have the Sneak Attack ability, they're going to be a bit more fragile and weaker in 
melee combat than rogues or fighters, although their ability to specialize in two-handed fighting 
will let them get some free feats. Specializing in archery will also let them earn free feats and can 
make them fearsome opponents when attacking from range. That said, most of the nature-based 
Skills of the ranger are usually better suited for a pen-and-paper campaign. 


Rangers do gain an animal companion at level four, which is a helpful addition to a party in 
combat. They're not going to be taking down many enemies, but if you load up an animal 
companion with Stoneskin and Mage Armor, they can be effective distractions in battle and 
hopefully take an enemy off of your main combatants until you can run over and Sneak Attack it 
with your rogue. 


Rangers make for decent multiclassing characters, especially when combined with rogues or 
wizards/sorcerers. Two levels of ranger will net you martial weapons proficiency, a favored enemy, 
and either the Rapid Shot or Two-Weapon Fighting feat, making this a neat little package for the 
classes that don’t get many feats to choose from. 


Pros 


e Favored enemies, animal companions, combat style specializations all help out in combat. 
e Excellent class to splash for when multiclassing. 
e Can eventually cast Barkskin. 


Cons 


e Abilities aren't that much better than a fighter/wizard multiclass. 


The rogue is one of the classic four Dungeons and Dragons classes, along with fighters, wizards, 
and clerics. Rogues are adept at sneaking through shadows, picking pockets, bypassing locks, and 
generally engaging in skulduggery. 
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Get a rogue behind an enemy, and they'll dish out a big crit. 


Rogues are more or less indispensible in Neverwinter Nights 2, mostly for their ability to detect 
traps and pick locks. Although both of these abilities can be replicated by spells (Such as detect 
traps, knock, and so on), or can be thought of as non-essential due to the fact that you can heal 
trap damage and bash open locks, it’s simply easier to have a rogue along to deal with them. 
Picking pockets can also net you some decent cash and loot throughout the game; you can 
perform it by right-clicking on a merchant or other character and selecting "Sleight of Hand". 


In combat, rogues can be among the most deadly damage-dealers you field in your party. While 
they won't be able to dish out the massive critical strikes that a fighter or weapon master can 
perform, their ability to sneak attack will let them routinely dish out damage well in excess of their 
normal weapon strikes. There are multiple conditions that have to be met before you can perform 
a sneak attack, but at heart, all you need to be doing is attacking the enemy from behind. The 
easiest way to do this is, of course, to run behind an enemy that’s attacking another party 
member and attack them from there. This will result in attacks of opportunity, but with a high 
enough Tumble skill, that shouldn’t be a problem. Sneak attacks can also be performed with 
ranged weapons, in which case you should move the warrior or frontline character that’s being 
attacked so that the enemy's back is facing the rogue. Practicing both of these maneuvers will let 
you chew through enemies rather easily. 


Pros 


e Sneak attack is a huge source of damage. 
e Can pick locks, detect traps, and pick pockets. 
e Huge range of class skills to choose from. 


Cons 


e Needs to stick to light or no armor (heavier armor restricts the Dexterity bonus rogues 
receive, which plays into most of their skills). 


Sorcerer 


The sorcerer is a variant on the wizard class, with access to the same spells. Whereas wizards 
need to learn spells from scrolls and memorize them from a spellbook, though, sorcerers are 
capable of learning spells automatically when they level up and casting them based on instinct. 
They gain access to spells more slowly, and cannot know as many spells as a wizard can, but can 
cast more spells per day than a wizard is able to. 
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With sorcerers or wizards, you'll be able to dish out first-strike artillery that will 
severely weaken your foes. 


Sorcerers are thus usually going to be a better choice for players who know precisely what spells 
they want to use and don't feel the need to experiment with many of the less-immediately-useful 
spells that are packed into Neverwinter Nights 2. Seriously, how many times have you been in a 
situation where you drastically needed to cast Clairvoyance or Shroud of Flame or Stone Body? For 
the most part, if you've been playing D&D for a long time, you're going to know the spells that 
you will be casting over and over again: Flame Arrow, Fireball, Stoneskin, Magic Missiles, Bull’s 
Strength, Meteor Swarm, etc. Sorcerers can learn these spells automatically and cast them more 
times per day than a wizard is able to, making them often a better choice for Neverwinter Nights 
2, especially if you just like running around and blowing stuff up. 


Wizards have their uses, obviously, but the narrow focus of a sorcerer often makes them the best 
bet for parties in NWN2, especially if they focus on offensive spells (as Qara does in the single- 
player game). 


Pros 


e Can cast more spells per day than a wizard can. 
e No need to find rare scrolls to learn rare spells. 


Cons 


e Less versatile than a wizard. 
e Inability to memorize large array of spells make them less efficient at crafting magical items. 


Warlock 


The Warlock is likely going to be the class that players of Neverwinter Nights 2 are least familiar 
with. It wasn't in the base 3.5 Edition Player's Handbook, like all the other base classes in the 
game; instead, it was introduced in the Complete Arcane supplemental sourcebook. Although 
Warlocks are technically considered to be spellcasters, they’re much different than wizards or 
sorcerers, in effect becoming something of a ranged magical attack class. 


Instead of memorizing traditional spells, warlocks have the ability to bust out eldritch blasts an 
unlimited number of times per day. These are effectively ranged touch attacks (meaning that they 
require an attack roll, but bypass your target’s armor when determing their AC), meaning that 
they’re likely to hit warriors and other spellcasters, but that enemies with high dexterity scores 
may be a bit tougher to take down. 


Eldritch blasts start out at 1d6 damage, and increase by the same amount at every odd level, 
meaning that they rapidly become quite powerful as you hit the low teens. Although it may sound 
impressive to do 6-36 damage at level 11, you have to consider that you can only cast one eldritch 
blast per round, whereas most fighters will be attacking three times per round at that point. 
Luckily, you can modify your blasts with shapes that either allow you to hit multiple targets with 
your blast or invoke an essence that lends your attacks secondary effects, besides the plain old 
damage. 


Unfortunately, Warlocks do tend to require some micromanagement in single-player. Your blasts 
are a lot more effective when you boost them with blast shapes and essences, but a warlock left 
to the tender mercies of the Al will all too often simply bust out a vanilla blast without any 
modifiers. Since modifiers are free, they should be used pretty much all the time, so a computer- 
controlled warlock will be far less effective than a human-controlled warlock will be. 

Pros 


e Good single-target damage. 
e Can modify blasts with numerous effects and cast long-lasting buffs on themselves. 


Cons 


e Poor at crafting magical items due to being unable to cast many of the spells required. 
e Requires some micro-management to be effective in combat. 


Wizard 


One of the other archetype classes, the wizard has been along in one form or another since the 


earliest eras of Dungeons & Dragons. Whether it’s the arcane loremaster studying books in his 
magical tower or a stalwart adventurer casting Magic Missiles at an orc, wizards are to be found 
throughout Faerun. We're going to bet you’re more likely to want to play the latter, though. 


Anyway, wizards and sorcerers are fairly similar in execution; it’s in the details that they differ. 
Wizards rely on a high Intelligence score to cast their spells. Unlike sorcerers, they use a spellbook 
to keep track of which spells they've learned, and they can learn quite a few more spells per level 
than sorcerers can. The drawback is that they have to memorize spells each day, which are then 
eliminated from memory as they're used, meaning that they won't be able to cast as many spells 
before needing to rest as sorcerers will. They'll also need to find scrolls and scribe them to their 
spellbook to learn new spells, which can be a pain when you start getting up to the level eight and 
nine spells. 


Wizards do generally make the best crafters of magical arms and wondrous items, due to the fact 

that they'll have a high intelligence, which directly boosts their scores in those skills, and because 

they'll have the ability to cast most of the spells required to craft the items, assuming you can find 
the scrolls for them. 


Pros 


e More versatile spellcasters than sorcerers, capable of bringing more spells to any given 
situation. 

e Intelligence is really the only attribute they need to rely on, allowing them to either 
specialize or pick another attribute for multiclassing. 

e Gain powerful spells slightly more quickly than sorcerers will. 


Cons 


e Can't cast as many spells per day as a sorcerer. 
e Need to find or buy scrolls to allow them to learn new spells. 


Tutorial Walkthrough 


The tutorial module in Neverwinter Nights 2 is more focused on teaching you the game's interface 
than showing you the inner workings of the D&D engine. That said, it'll still be a good idea to play 
through it, even if you've played the first Neverwinter Nights. If you want to skip it, though, feel 
free; you'll automatically be warped to the night after the events of the tutorial, and will gain most 
of the experience that you might've missed by playing through the tutorial. 


Quest: The Fur Trade 


The first quest you'll receive will revolve around a simple transaction: selling your foster father's 
furs to Galen, a wandering merchant, and using the money to purchase a bow for him. Retrieve 
the furs from Daeghun's chest in your house, and they'll be added to your inventory. Later on, 
when you find Galen in town, double-click on the furs to sell them to him, then double click on the 


special bow in his inventory to buy it for Daeghun. Deliver it to him (he'll be standing near the 
archery range) to polish this quest off. 


Quest: High Harvest Fair 


Much of the tutorial's gameplay mechanics will be explained to you through the High Harvest Fair, 
a collection of four challenges. Winning three of them will earn you the right to call yourself a 
champion, while winning all four will net you a special prize. 


To begin the competitions, meet your friends Amie and Bevil by the bridge leading into town; 
they'll join your party and help you out in the tasks. Speak to Georg in town to learn about the 
four challenges. They take the form of their own small quests, which we'll collect here. 


Tip: Bevil will be adventuring with you for a while. When you level him up, give him the Power 
Attack and then the Cleave feats here; that'll come in handy during the first couple areas in the 
game. When he hits level four, a Weapon Specialization (Long Sword) will be the best choice. 


Sub-Quest: The Harvest Brawl 


Yeeee-haw! Time to celebrate the fulgent blossoming of all the year's labors by beating the crap 
out of the other kids in town. Head over to the small square beating ring where the priest is 
administering the fights and speak to him. He'll tell you to grab some clubs from the barrel 

nearby, so pick them up, hand them out to your friends (press | and drag them from your 
inventory onto your party member's portraits), and be sure to equip them by dragging them to the 
active weapon slots. 


Yaaahh! 
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Best to gain a level before attempting to take on the Mossfelds; m extra HP will be 


handy. 


You have to fight two fights in order to win the Brawl here. The first should be easy to win for any 
characters, but the second, against the Mossfelds, will be substantially tougher. To have a chance 
at it, it's best to complete the other sub-quests and earn enough experience to boost yourself up 
to level two before attempting it, giving you more hit points and possibly a better attack roll as 
well. If you do so, your chance of beating the Mossfelds will be quite a bit higher. 


Note that you can bet the Mossfelds on the outcome of the fight if you wish to do so, even though 
the priest tells you that it's against the rules of the tourney. The most you can bet is 10 gold, 
which is a pittance in the big scheme of things, but if you do bet, you'll earn some Chaotic points. 
Don't forget to speak to Wyl after the match to collect your winnings. 


Speak to Retta Starling, the woman in the red dress, to start the Tourney of Talent. Unlike some 
of the other contests, you can't really lose this competition; you'll be walked through the basics of 
spellcasting, make some generic spell effects, and win the tournament outright. Don't forget to to 
hit F to call up your quick-casting interface. 


After you win this competition, you'll unlock the bonus quest "A Man And His Pig”, which will be 
available should you choose to pursue it. 


Sub-Quest: The Archery Competition 


When you track down Daeghun, speak to him to begin the archery contest. After equipping 
yourself with the crossbow from the barrel and taking some practice shots, you'll be told to take 
potshots at the bottles and jars mounted on the crates nearby. Again, it's more or less impossible 
to lose this competition, since adjusted rolls as low as 2 will still be counted as a hit. Knock down 
all of the bottles and return to Daeghun to be counted as the winner. 


Sub-Quest: The Knave's Challenge 


Speak to Tarnas, the village mage, to learn more about this challenge. It's a walk-through of the 
thief mechanics. If your main character can't do thieving, you'll be able to pick up Kipp, who's 
standing by the building near Tarnas's little tent. 


Your goal is to find three feathers hidden around the village. One is located in the woodpile near 
the brawling square (use Disable Device to remove the trap set on it), one is in the chest you 
passed by earlier (pick the lock on it), and one is in the pocket of the Man In Green (use Sleight of 
Hand on him after right-clicking on him). After you have all three, return to Tarnas for your 
reward. 


Completing The Fair 


When you have three or four of the sub-quests completed, feel free to run back to Georg and 
report your progress. He'll give you your rewards on the makeshift stage near the field on the 
edge of town, and you'll complete the tutorial, and earn the very helpful Harvest Cup as well as a 
magical cloak if you managed to win all four of the events. J ust don't forget to perform the last 
quest here.... 
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That'll do, pig. That'll do. 


After completing the Tourney of Talent competition, Orlen will approach you with an offer: prove 
that Lewy J ons has enchanted his pig in the hog competition, and he'll reward you. If you go and 
examine the biggest pig in the lot, Amie will report that it's definitely been enchanted. Speaking to 
Lewy will let you entertain a counter-offer: he'll give you a potion if you report that the pig's clean. 
If you don't want to be part of his mischief, use the Lesser Dispel scroll that you won in the 
Tourney of Talent on the pig to dispel its enchantment (Amie can use the scroll if your character 
can't), then speak to Orlen to turn in the quest. 


After the events of the Harvest Fair, it would appear that everything is hunky-dory. Yep, nothing 
to see here, just another sleepy little town. Sleepy, that is, until the forces of darkness invade in 
the middle of the night. As a member of the town militia, it's your job to see to it that the invaders 
are repelled. 


Tip: In case you missed the tutorial, Bevil will be adventuring with you for a while. When you level 


him up, give him the Power Attack and then the Cleave feats here; that’ll come in handy during 
the first couple areas in the game. When he hits level four, a Weapon Specialization (Long Sword) 
will be the best choice. 


After gaining control of your character, flip the camera around and check the chest by the wall 
here. It'll contain some equipment that will be appropriate for your character class, so equip 
everything you can. You can also walk into Daeghun's room and loot his chest, as well. With that 
done, head downstairs and take out the three grey dwarves that bust into your house. Each of 
them will leave behind some loot, including a quarterstaff for Amie. Grab whatever you can nab 
from the workbench, as well, then head outside to receive your marching orders. 


When the priest is done blessing you, fight your way to the bridge nearby. When you've killed all 
of the attackers, you can speak to Georg to get the next quest. 


Quest: Reporting For Duty 


When an experienced magician tells you to stay away from a fight, it’s a good idea to 
do so. 


If you're going to protect West Harbor from the invaders, you're going to need to muster the 
militia. Georg wants you to find at least five militiamen and tell them to report to the field on the 
far side of town. The first of these is Ward Mossfeld, who's standing near the fire that burns near 
the bridge. If you speak to him, you'll find that he's desperately wounded. If you're going for the 
evil route, feel free to cut his throat and put him out of his misery. Otherwise, you can attempt to 
heal him (if you have healing spells, this will happen automatically, without wasting a spell), or 
you can run back to Brother Merrin to retrieve some healing mosses. Give these to Ward and he'll 
be the first recruit for the militia. 


Other recruits are scattered around town as follows: 


e Lazlo Buckman: Standing near center of town's buildings. 
e Wyl Mossfeld: Standing near Tarmas. 


Webb Mossfeld: Near Tarmas' house. 

Anonymous Militiaman: Near the banks of the river, by Tarmas' house. 

Pitney Lannon: Near the farm where the Tourney of Talents was set up. 

Pierson: Barricaded inside his house, one of the smaller ones in the collection of buildings. 
Talk your way inside or bash the door down, then guilt him into joining the militia. Looting 
the items in his house is both chaotic and evil. 


When you have 5/5 militiamen recruited (you can get more than that if you wish), head to the 
field. Be sure that you've spoken to Tarmas, though. Also note the dying grey dwarf near the 
burning building; if you want some Evil points, you can threaten to burn him alive, then cut his 
throat. That'll teach him. 


Bonus Quest: A Magician's Arsenal 


After Amie gets offed by the Githyanki mage, Tarmas will tell you to gear up for the fight by 
looting whatever's in his house. Go there (it'll be marked on your map), and steal everything you 
can find. The armoire is trapped, but since you can rest inside, you should be able to rest up to 
heal any damage that you take. 


Hell Among The Starlings 


Bladelings and duergar will be attacking the fields in force, but with all the militiamen on your 
side, you shouldn't have too many problems beating them back. Unfortunately, the third wave of 
enemies will bust through to the Starling farm, where Bevil’s brothers and sisters are located. It'll 
be best to help them out, so accept the challenge and head over for a brief diversion. 
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A little help from the family dogs will help you out in this adventure. 


You can loot anything you want in the Starling house, so search thoroughly. Remember that if a 
chest or armoire is locked, you can right-click on it to bash it. A Dagger +1 is located in the small 
bedroom near the front door, for instance. Bashing chests will break some items, but won't 
destroy everything. If your main character isn’t a rogue, you’re going to be forced to bash in some 
stuff until you manage to take one into your party. 


When you speak to Retta, accept her offer to take the dogs along on the adventure, then head 
into the nearby room and kill the dwarves there. The children are located in the nearby room, so 
open it up and tell them everything’s going to be all right for some good points. With that done, 
return to the fields and get back in the fight. 


After leaving the Starling house, return to the field and fight as best you can. Daeghun will quickly 
appear and finish off the remaining enemies, thus ending the assault on the town. 


Daeghun will fill you in on a little secret: he found a silver shard after a major battle in West 
Harbor many years ago. Knowing that they were important, he hid it in the ruins outside of town. 
Said ruins are doubtless going to be dangerous, so he wants you and Bevil to explore them, find 


the silver shard, and return it to town. 


Tip: Unless you're a cleric, it would be wise to talk to Tarmas and purchase some Potions of Light 
Cure Wounds before heading out to the ruins. 


Head down to the swamp ruins when you're good and ready and start taking on the Lizardlings 
and Swamp Beetles there. If your main character is a weaker, non-fighter, like a mage or a rogue, 
get used to using Bevil as the character you control and moving with him; he'll be better able to 
take hits from enemies if you let him get spotted first. 


Eventually you'll come to a structure guarded by Lizardlings. (There’s another building nearby, but 
you won't be able to enter it anytime soon.) Kill the guards and head inside, but be sure to rest up 
first. 


Tip: Don't forget that F12 will create a quicksave for you. Use it whenever you feel like you're 
entering a dangerous situation, and when you don’t want to have to create a full save. 


Oh great spirits of the Stone Tomb - please hear our plea! The other lizardling tribes take our 
territory, they wage war... 


Well, you guys won't have to worry about all that for long.... 


More lizardlings reside within the swamp ruins, mostly congregating in groups of two or three. 
Quicksave as often as you like, and you shouldn't have too many problems here. 


The last room will hold a convocation of a lizardling shaman and perhaps six of his followers. 
They're understandably perturbed to learn that you've killed all of their troop, but if you're quick 
with the Bluffing or Diplomacy, you may be able to talk them out of a fight. If you're not 
particularly overawed by their numbers (and you probably shouldn't be, especially if you can 
summon creatures to help you), you can just attack them and rout the lot of them. You'll earn 


more experience, and it’s an alignment-neutral choice. When you find the Silver Shard in one of 
the chests, tell Bevil you’re ready to head out, and you'll automatically warp back to West Harbor. 
Be sure to take all of the items off Bevil before doing so. 


With the Shard in hand, Deaghun will ask you to head off to Neverwinter to find his half-brother, 
who also possesses a shard. He’s going to send you off alone, so you'll have to leave behind Bevil. 
(Hence our advice to strip him of equipment; sell whatever you don’t need to Tarmas. If you didn’t 
manage to take everything off him before leaving the ruins, his effects should be on the ground 
next to him when you return to the village.) 


Be sure to speak to everyone in the village before you leave. Many of them will have items to give 
you, and Retta will even have a World Quest for you, A Soldier’s Story. (You won't be able to 
solve this quest for a long time, just so you know.) Buy and sell from Tarmas, if you wish, then 
walk out via the world map exit and head towards the Weeping Willow Inn. 


Outside the Weeping Willow, you'll encounter Khelgar Ironfist, a Neutral Good Dwarven Fighter 
who's being accosted by some vagabonds. Whether you're good or evil, you'll want to have 
Khelgar’s help in the upcoming sections of the game, so help him out, then retire to the interior of 
the Inn to enlist him in your party. 


No sooner than you enter the Inn, though, and it'll be attacked by duergar and bladelings. Can't a 
man get a little peace and quiet? Kill off everyone that attacks you on the first floor, rest, then 
speak to Gera, whose husband is on the second floor. If you head up, you'll face off against a 
single Duergar at the outset, but many more will start coming your way, so cast any Summoning 
spells you can before they mob you. 


: The Kalach-Cha. Find it! : i 
l'Il find you, you smarmy little git! 


When everyone’s dead, speak to Zachan and let him know about his wife’s predicament. He'll 
head downstairs and you can start looting the place; doing so isn’t evil or chaotic, so grab 
everything you find, in all the rooms. Galen is also up here; he and his guards are likewise being 
attacked by the beasts, who are looking for something that they call the Kalach-Cha. No use in 
trying to talk sense into them; just bust a cap. 


When you've checked the entire second floor, return to Gera and get her reward; you can refuse it 
for a point towards a good alignment. When you're ready to move on, you can sell your items to 
the innkeeper and leave the Inn. Khelgar will offer to accompany you all the way to Neverwinter, 

if you'll have him. Better to keep him than to leave him behind, in our opinion; there are some 
tough fights ahead. 


Shortly up the path from the Inn, you'll find Fort Locke. You won't appear outside the Fort itself, 
though; you'll need to travel up the path a ways. If you want, you can indulge in some off-track 
betting: are you strong enough to kill off all the wolves, including the Dire Wolf, in the area? If 
you can, you'll be able to take home some leather hides, which will be helpful if you plan on 
crafting items later on. 


Further up the trail, you'll come across Galen, who's being accosted by his two mercenary guards. 
You can fend off the guards, if you like, and come to Galen's rescue for a bit of a reward, as well 
as the items that the guards drop. 
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This fight can be tough, but so long as Neeshka is still standing at the end you should 
be automatically revived if she finishes the soldiers off. 


Lastly, you'll eventually come across Neeshka, a Tiefling Rogue who’s being set upon by Fort 
Locke soldiers. These soldiers are corrupt, though, so it’s all right to kill them, whatever your 
motivation! There are four of them, though, and Neeshka will be fighting unarmed, so you'll have 
an uphill fight on your hands. 


When you kill off the soldiers, Neeshka will be available as a party member. She’s a rogue, as 
mentioned, and will offer up the usual suite of lockpicking and sneak attacking that you might 
expect. She'll make an excellent archer if you happen to need one. Have her pick the lock on the 
chest here to find her gear, then head on up into Fort Locke. 


Fort Locke features a number of amenities, such as a couple of vendors, a set of crafting benches, 
and a few quests. We'll start with the optional quest first, then move on to the main quest here. 
You'll want to use this as a staging area for your upcoming quests, buying potions and perhaps a 
bow of some sort for Neeshka if she doesn’t have one already. 


Quest: Bandit’s Ransom 


Sub-quest: Tor’s Holy Symbol 


You can obtain Bandit’s Ransom by speaking to Liza, near the center of the fort. She'll explain that 
the bandits have taken to kidnapping the inhabitants of the surrounding area and holding them for 
ransom, they've even taken her husband! She'll ask for your assistance in retrieving the missing 
citizens, if you're willing to lend a hand. 


Tor’s Holy Symbol is a sub-quest given by the priest of IImater in the town, appropriately named 
Tor. He stands by the small stone chapel. Apparently the bandits made off with his holy symbol 
when they robbed him, and he’d like you to retrieve it for him. You can kill two birds with one 
stone, in other words! 


If you brought Neeshka along with you, she'll be able to tell you the precise location of the bandit 
camp. Otherwise you may have to ask around with some of the other named characters here to 
see if any of them know. 


The Bandit Ambush 


As you head off to the bandit camp, you'll be waylaid by, well, some bandits. They'll require you to 
pay a road tax of ten gold. This is chump change for you, obviously, so you can just pay it if you 
don’t mind losing it, or attempt to bluff your way through it. If you stand up to the bullies, though, 
they shouldn't be an overly difficult fight for you, and you'll get to loot their leader for some 
decent items and gold. 


The Bandit Camp 


The bandit camp can be a difficult fight, mostly because there are numerous bands of bandits 
strung together in small ground of three. Your Al teammates can get pretty stupid here, in that 
you'll take out one group, then they'll run on to the next before you can properly heal up. You 
may want to switch Puppet Mode on for all of your characters, hide your main character and 
Neeshka, then use Khelgar to lure the enemies back to your position, to ensure that you only have 
to take on a couple at a time. This won’t always work, since sometimes your teammates will follow 
you no matter what, but at least you should be able to thin the herd a bit. 


Luring the enemies outside the walls will prevent them from sniping you from long 
range. 


Now, when you've cleared the camp out a fair amount, you can choose to either head into the 
main building here to loot it and get Tor’s Holy Symbol, or free the prisoners for the main quest. 
The fights inside the house are sometimes difficult, so it'll be best to free the prisoners first. You 
can do this by walking up to them and speaking to them; they'll ask you to escort them out of the 
camp. Unfortunately, this causes the entire bandit population of the camp to respawn! It’s not fair, 
but you'll have to fight your way through the entire mess of them before you can get back to the 
camp entrance and send the prisoners on their way back to the fort, which they'll go to 
automatically. J ust keep in mind that all of the enemies will primarily rely on ranged attacks, so 
any spells you have that give you any kind of defensive bonuses would be good here. 


If you manage to survive the fighting, bring the prisoners back to the main gate and they'll walk 


on from there, leaving you to rush into the bandit boarding house and finish the rest of them off. 
If you tell Neeshka thanks for helping out, you'll gain an influence point with her. 


It’s here that matters get somewhat complicated. There are a whole mess of bandits, but most of 
them are holed up in the individual rooms of the building. The problem is that, if the fighting 
spreads out into the hallways, you'll roust the soldiers in the rooms and they'll all come out to 
play, resulting in a fight with the three of you versus maybe ten or fifteen bandits, and you're not 
likely to win. 


Begin by entering the trapped door room to the right of the entrance and clearing that out, getting 
the stuff inside, then heading back outside and resting. (You can always head outside and rest 
while you're fighting through the house, and you'll probably need to do it a couple of times before 
you're completely through it. You can sometimes rest indoors if you get far enough away from the 
enemies.) From there, head through the nearby door in the corner of the hallway. There'll be a 
wizard inside, and attacking him will bring more archers from the other door here. If you can kill 
the wizard, then try and shephard your troops back through the door you entered from, you can 
force all of the archers to follow you. If you wait just outside the door for them, they'll be at point- 
blank range, perfect for some attacks of opportunity. 


Bandit Den 
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Plenty of enemies to fight off here. Don't forget to leave and = every once in a 
while. 


The chest near the wizard has Tor’s Holy Symbol, so grab that before you move further into the 
house. Technically, you don’t have to clear the place out, but as always, the lure of experience 
and loot will likely drive you on. There's surprisingly little of the latter, but when you reach the 
final room, you'll find some of it on the corpses of the bandit leader and his friends, as well as in 
the chests around them. J ust keep in mind that there are plenty of traps in the hallways here, so 
move slowly if you can and use Neeshka to disarm them. 


When you do finally reach the bandit leader’s room, keep in mind that he'll be accompanied by a 
wizard. If you can keep your fighters out in the hallway, one way to approach the fight is to lure 
the leader out into the hall, then have one of your characters sneak behind him and close the door 
leading into the room. This might be a temporary expedient, but it should hopefully let you get a 
round or so in on the leader alone before his friends come out to join the tussle. J ust be sure to 
buff up ahead of time with whatever you need, and hopefully the fight shouldn't be overly 
problematic. The bandit leader will drop an Astral Blade +1 that will fit nicely in Khelgar’s hands, 
should your PC not be able to use it. 


With everything done right, return to Liza and Tor to receive your rewards for your little 
adventure. 


Main Quest: Safer Travels 


If you speak to Marshal Cormick here in town, he'll give you a quick rundown of the problems in 
the fort. The administrator has apparently not returned from one of his patrols, and the 
replacement administrator, Vallis, has shut down all patrols as a result, with the intent to focus on 
raising the discipline level of his soldiers. Thus, the roads simply aren't safe to travel between the 
fort and Neverwinter. It'll be up to you to convince Vallis, a pompous, self-righteous man if there 
ever was one, to relent with the patrols and clean up the roads again. 


If you speak to Vallis, who stands outside the stone section of the fort, he'll tell you that the 
previous commander, Tann, went out to look for one of the patrols that went missing and never 
returned himself. One way or another, you'll let him know that you're willing to investigate for 
him, and he'll point out an abandoned cemetary east of town, which is the only notable landmark 
near where all of the patrols were lost. Guess what kind of enemies you'll be facing when you get 
there? 


Tip: You may want some Potions of Cure Disease before you proceed to the Graveyard. 
Graveyard 


Hey, there are skeletons here! Go figure! 


By now, skeletons should be relatively easy kills for your characters. If you have a cleric character, 
feel free to blast away with your Turn Undead ability and kill them right off. The only marginally 
difficult challenge you'll face is the Skeleton Captain, but even he will fall with a couple of blows. 
Kill everything and loot the corpses and graves (not an evil act). There are two crypts here, not 


including the one that’s truly locked up (Lock Pick DC of 99!). 


Western Crypt 
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Let Neeshka scout ahead for traps in these crypts. 


The western crypt has plenty of traps in its first little corridor, so tread softly. Check out the left 
and right rooms for loot, first, then head east. If you get diseased by encountering the zombies 
here, you can attempt a Heal on yourself (healing kits will boost the chance that this will succeed, 
as will a high Wisdom score), or use the aforementioned Potions of Cure Disease. 


The easternmost room here has a sarcophagus and a lever. You can disable the trap and unlock 
the sarcophagus without flipping the lever, but you know you want to flip it anyway.... 
Unfortunately, all it appears to do is unload a massive Turn Undead effect in the previous room, 
which was filled with zombies. If you’ve already killed them, then it won't really do anything! 


Eastern Crypt 


After killing off the enemies in the main corridor here, head southeast to find a locked and trapped 
sarcophagus with a Ring of Insight in it. It’ll net you +5 to Lore, making it handy to equip on 
Neeshka to boost her identification skills, if your PC isn’t handy with it. 


When you get past the large room with the statue in the middle, use Neeshka to disable the two 


traps in the nearby hallway; you may have to park your teammates well back in the last room to 
prevent them from charging ahead and setting off the traps. There are plenty of traps to go 
around here, so be sure to have Neeshka moving forward in Search mode whenever it’s feasible. 


In the southeastern corner of the building, you'll find a strange altar with a Shadow Priest 
standing in front of it. He'll raise some zombies when you approach, but they shouldn't be too 
hard to deal with; kill him, and them, then speak to Commander Tann. He'll ask you to help him 
find the three men he entered the crypt with. You can refuse, if you like, but that’s rather 
anticlimactic. Rescuing the men is likely to be a Good action, though, unless you demand payment 
from each of them. 
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Flip the switch next to Tann to open the metal grates out in the hallway. To the north you can find 
Bruneil, and to the east you'll find the body of Garret, as well as Blaine at the end of a trapped 
hallway. The doorway at the southeastern corner of the crawl of corridors will lead you back out to 


the graveyard. 


Unfortunately, as soon as you return to the Fort, Vallis will meet you outside the walls and relive 
Tann of command. The I ntimidate and Diplomacy checks to avoid conflict are rather high, so don’t 


be surprised if he attacks you. Kill Vallis and his cronies, and grab the magical items that Vallis 
drops, including a Chainmail +1. 


With that done, return to the fort and speak to both Tann and Cormick to finish off the quest. 
Cormick will promise to reward you with work when you finally reach Neverwinter. Feel free to sell 
off any items that you found (you may want to pick up a sling and some bullets, as well as leather 
armor, if you don’t have any). 


Druids Of The Mere 


On your way to Highcliff, you'll encounter yet more bladelings and duergar. Before they can attack 
you, though, Elanee, the strange woman who's been shadowing you since you left West Harbor, 
will appear and Entangle them. She'll immediately join your party, and probably get some level- 
ups in the process. 


Tip: Be sure to level-up Elanee during the fight here; after the next cutscene it appears to be done 
automatically for you. If you don’t have anyone with Craft Alchemy, you may want to skill that up, 
and perhaps get her another crafting feat to boot. 


Elanee and your team will make short work of the horde. If you decide to bring her along into 
your party, she'll offer to bring you to Maiden’s Glen, a small clearing in the forest where druids 
traditionally gathered to rest or heal. This isn’t a quest, but it will get you some backstory to the 
game, and what's happening in the Mere, if you agree to follow her. 


Maiden’s Glen 


Not much to see here; the animals have gone crazy and will attack you, but you shouldn’t have 
any problems with them by this point in the game. Elanee will request that you let her charm 
them instead of killing them outright. If you agree to charm them, you'll gain an influence point 
with her...and then you can proceed to slaughter the animals anyway. 


In one corner of the glen, you'll find a Huge Enraged Bear. Kill it, and you'll reveal that it was 
Kaleil, a fellow druid of Elanee, who’s been driven crazy by some kind of taint in the Mere. Killing 
him isn’t part of any quest or anything, as mentioned, but again, you'll be learning more about 
what’s going on in your homeland. The learning will be vague, but hey - it is what it is. When 
you're done poking around, head out to Highcliff. 


Highclitf 


No sooner than you arrive in Highcliff, you'll find that your chances of getting a ship to 
Neverwinter are slim to none: lizardmen are attacking the ships as they leave port, sinking them 
almost immediately. Those bastards! You'll obviously have to do something about that if you want 
to get to Neverwinter on time. Speak to Grishnak to learn of two sources of information: his 
captain, who dwells in the town inn, and the village elder. 


A group of drunken sailors will accost you when you near the inn. Khelgar’s probably not going to 
let their insults slide, so you'll likely have to fight them off. If you want to earn some influence 
with him, try to egg on the fight as best you can. 


Captain Flinn is indeed standing outside the inn, but he doesn’t have much to say except to see 
the village elder. If you speak to Elder Mayne, you'll learn some things about the goings-on... 


Side Quest: Disturbance at Par’s House 


Par is a villager standing by his corn field on the eastern edge of town. When you speak to him, 
he'll complain about noises coming from his house. If you head inside, you'll find a group of 
drunken sailors that are attempting to rob the place. You won't have any choice but to kill them. 
There’s a bunch of loot in the house, and you won't take any alignment hits for taking it, so feel 
free to rob the place yourself before heading out and speaking to Par to complete the quest. 


Main Quest: Ship Sabotage Sub-Quest: William’s Fate 
Sub-Quest: Adventurous Children Sub-Quest: Mozah’s 
Backpay 


In order to get to Neverwinter, you're going to have to figure out why the lizardmen are attacking 
the ships. Part and parcel with this quest is the plight of J uni’s husband, William, who has been 
missing for a day ever since he ventured outside of town. Speak to J uni after talking to Elder 
Mayne to pick up the quest to look for her husband. Also speak to Gera and Zachan over at their 
house to pick up the Adventurous Children quest; apparently their kids disappeared at the same 
spot as J uni’s husband. Lastly, speak to Mozah by the north gate; he'll explain that another group 
of adventurer’s also disappeared in the same area. Damn, this sounds like it’s going to be awful 
dangerous! 


Shandra’s Farm 


Shandra is the only lead you currently have; she’s the woman who stubbornly has refused to 
retreat from her farm into Highcliff. If you speak to her, she'll tell you plenty of tales about the 
area. Apparently the old ruins are the remains of what once was called Castle Highcliff, which was 
destroyed long ago and never rebuilt for some reason. She thinks the lizardpeople are camped up 
there, but if you read between the lines of all these conversations, that seems unlikely by now. 
Unfortunately for Shandra, her barn will be torched as you talk. There’s nothing you can do to 
prevent it, so accept her offer to mark the ruins on your map and be on your way. 


Highcliff Castle Ruins 


Dealing with William 


As you head northeast on the path to the castle, veer off to the east when you hit the dirt trail to 
find William, J uni’s husband. He’s apparently been so overwhelmed by familial duties that he’s 
simply given up on the whole affair and has set out to make a new life for himself, far away from 
his wife and children. He can be difficult to convince to return back home, although of course you 
don't have to convince him to return; you can extort him for money not to tell J uni, or you can lie 
for him and tell J uni that you found his body. It’s up to you how you want to play this. If you want 
him to return, you can agree to lie for him, then tell J uni where he is later on, or you can attempt 
to use Diplomacy or Wisdom to get him back to town. (The Diplomacy check for the "you'll get 
eaten" option is easier to hit than appealing to his ethical nature.) If you agree to lie for him, you 
can get some Chaotic points by breaking your promise when you talk to J uri a bit later on. Note 
that you can’t take his money, and then turn him in to J uni; he vanishes when you grab his gold. 


The Kids Are Alright 


If you head to the southwestern corner of the map (follow the wolves), you'll find Alex and 
Andrew, the kids of Zachan and Gera. They're cornered by a number of wolves, but they shouldn't 
be much of a challenge for you. Cut through the wolves, free Alex and Andrew, then decide 
whether or not you're willing to lie to their parents for them. Again, it has no effect on the 
outcome of the quest. 


I Conquered The Castle 


Head up the stone path towards the castle ruins to start getting back on the track of the main 
quest here. You'll quickly come across Slaan, a scout for the band of lizardmen. If you speak to 
him after fighting off the zombies, you'll have a choice: you can attack him after he admits that his 
people are responsible for sinking the ships (+3 chaotic points, and you'll find a map on his body 
that leads to the lizardman lair) or you can agree to free the lizardmen that are captive in the 
ruins in exchange for Slaan leading you back to his chieftan, in the hopes of a parlay (+1 Good). 
Since the latter option is more complicated, we'll assumed that you chose it. Slaan will also 
temporarily join your party if you agree to help him out. 


Into The Ruins 
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Another dungeon! Yay! 


As you explore the delapidated corridors, you'll find another Shadow Priest, who's deep in 
conversation with someone named Garius. As you probably expect, this is going to end up in a 
fight, so you'll be forced to kill the Shadow Priest as well as the Zombie Adventurers around him, 
who are much tougher than normal zombies. Kill everything that moves, then start looting the 
bodies; there’s some better-than-average stuff here, including boots that add +3 Dexterity to 
anyone who wears them, as well as Mozah’s Backpay, part of the quest of the same name. Don't 
hesitate to run outside to rest after this fight. 


In the northernmost room of the castle, you'll find Slaan’s warriors. If you killed Slaan, you'll 
probably have to kill them, too; otherwise, they'll run off and warn the chief of your impending 
visit. Complete the investigation into the ruins, if you like, or you can run off with Slaan to his 
village by asking him to take you. If you like, you can also head back to Highcliff and turn in the 
various sub-quests that you picked up (oddly enough, no one takes notice of Slaan running 
around). The resolutions will depend on your choices in the quests, but Zachan and Gera will give 
you a decent amulet, at least, for helping them out. 


Tip: In our version of the game, if you asked to wait before heading off to Slaan’s village, he 
apparently bugs out and doesn't let you talk to him, and doesn’t mark your map to note where it 
is. If you quicksave enough, you can warp back before you free the lizardmen to search the castle 
thoroughly before running off with him. This may be patched by the time you read this, however. 


The Lizardman Cave 


Now, if you brought Slaan back with you to the Lizardman cave, you'll have the opportunity to 
parlay with the lizardman chieftan. If you take the opportunity to kill everyone, you'll earn a sharp 
swing towards an evil alignment and some marginal magical items from the storehouse nearby. 
(Includes a helmet that can cast Searing Light five times a day and the Ravager +1, a magical 
halberd.) On the other hand, if you follow through on your promise to speak to the chieftan, you'll 
easily convince him to come to town and speak with the village elder, no Diplomacy rolls required. 
The evil path will net you more experience and loot, to be sure, but it’s also...the evil path. 


Return to Highcliff 


When you're done with all of the quests in Highcliff Castle, return to town and speak again to 
Elder Mayne. With a bit of talking, you'll be able to convince him that it’s in his best interest to 
accept the deal with the lizardmen. Keep in mind that this is definitely a good outcome, as well as 
probably a lawful one. 


When you get done with the chitchat, Mayne and the rest of the quest-object villagers will gather 
at the docks with you, allowing you to chat with all of them and receive your rewards for their 
quests. Mayne, himself, will have a bit of cash for you, as well as the Armor of Loyalty, a light 
armor suit that renders the wearer invulnerable to Charm Person and Dominate Person. 


Tip: Before heading off to Neverwinter, be sure to mop up any loose ends in Highcliff or 
elsewhere. Buy any unique items you've been eyeing, be sure you have all the crafting equipment 
from the crates in Fort Clarke, and so on. 


Neverwinter 


Ah, Neverwinter. Town of a thousand charms. It might not exactly be a bustling, Assassin’s Creed- 
ish metropolis as seen in the game - the streets are strangely underpopulated - but it'll be big 
enough to satiate your need of adventure, you can bet on that. 


To begin with, hit the shops in the Docks District, if you like, then make your way to the Sunken 
Flagon Inn to meet with your foster Uncle. 


Events 


There are a number of events that occur in this district when you start your sweep through it as 
part of either the City Watch or Moire’s Gang questlines. Most of these revolve around your 
followers (the wounded wolf can only be talked to if you have Elanee in your party), so deal with 
them as you see fit. We'll deal with most of them in our Followers chapter (which will be included 
in Part II of this guide), but for the moment, here’s a rundown of the Qara event: 
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At one point, you'll encounter Qara, a young sorceress, fighting with two of the Mage Academy 
students outside the Sunken Flagon. Combat will almost surely ensue, with the two mages 
attacking you, as well, although you can definitely use your skills of speech to quell the fight 
before it occurs. (Killing them will net you a Ring of Protection +1 and a Quarterstaff +1, though, 
and you can avoid alignment shifts if you speak correctly here. Killing the students will have 
repercussions later in the game, though.) You'll have the opportunity to take Qara into your party 
at this point, and if you need some magical support, you’d be wise to head inside and bump 
someone else out of the way to get what you need. If you head inside and talk to her, be sure to 
tell her that instinct and experience is the best instructor; you'll get a large influence gain with 
her. Another big influence gain is "so long as you know when to unleash your power". She’s a 
firecracker, this one! 


If you do accept her into your group, you'll be accosted by Praven and more Academy wizardlings 
outside the Inn. Have Qara cast a quick fireball to off the bulk of them, and follow through to 
finish them off. 


Speak to Duncan here for a long conversation about the shards you're carrying. He insinuates that 
they're somehow connected to your mother, but refuses to speak on it further. Soon enough, a 


character named Sand will walk in and attempt to scry the shards. Hilarity ensues. 


Main Quest: The Blacklake District 


The long and short of it is like such: in order to find out more about the shards, you'll have to get 
into the Blacklake District somehow, to speak to Aldernon. Unfortunately, the Blacklake District is 
shut off from you at the moment. As Duncan and Sand explain it, you have two options here: you 
can attempt to enter the Blacklake District surreptitiously, which would entail joining up with the 
local mafia, or you can attempt to become a member of the Neverwinter Watch and rise in the 
ranks until you gain enough trust to enter that way. If you choose the former, you'll be pointed 
out to Caleb, a local mafia lieutenant. If the latter, you'll meet up with your old friend Marshal 
Cormick at the City Guard station here in the Docks. 


The Blacklake District: City Watch Route 


If you choose to align yourself with the forces of law and order, head to the City Watch post and 
speak to Cormick. He'll quickly sign you up for service; you'll need to be a member of the City 
Watch if you want to get into Blacklake. He'll also give you an assignment. 


Sub-Quest: Neverwinter’s Newest Watchman 


One of the merchants in town, by the name of Hagen, is unwilling to put up with the constant 
protection money demands of the local gang. Since he’s willing to stand up to them, you’re going 
to be tasked with protecting him from the inevitable retribution. 


If you head out to the shop, Hagen will send his daughter away, and you'll all have to wait for the 
thugs to show up. The conversation tree here is pretty complex, but if you want, you can either 
fight them right off, double-cross Hagen and the Watch by accepting payment from the thugs (this 
oddly enough doesn’t cause you to break the questline; you can continue on with Cormick as 
usual), or triple-cross the thugs, which is our personal favorite option, albeit one that will shift you 
towards the chaotic spectrum of the alignment tree. To do so, pick "You're all under arrest!", "I 
could do that, but it'll cost you," "That’s a lot of money. Too bad | wasn’t being serious. You're 
also under arrest for trying to bribe a Watchman." Heh. 


If you don't take the money, you'll have to fight off the thugs, but that should be a simple matter. 
Return to Cormick for your next assignment. 


Taking Out Caleb 


Cormick will send you to deal with Caleb, one of Moire’s cronies in the docks. He’s not so bright, 
Caleb is, and will goad you into a fight seemingly no matter what you say to him. Kill him, then 
report back to Cormick. 


Sub-Quest: Enforcing Order In The Docks 


Cormick wants you to make a sweep of the sector, checking in at all the guard posts. If possible, 
ensure that none of them have been swayed by Moire’s offers of cash. There’s at least three 
events involving other characters, including the opportunity to get Qara in your party outside the 
Sunken Flagon. 


There are four guardposts you need to check out, all of which are marked on your map. 


Northeastern Post: These guys admit to taking bribes. If you select "I’m going to have to report 
you/You turn the gold into Cormick," though, you can force them to hand the bribe money over to 
Cormick, which effectively funnels the bribes from Moire to the Watch. No muss, no fuss. 


Near Sand’s Shop: The sergeant here is an inveterate bribe taker, and will encourage you down 
the same path. Don’t speak to him until you’ve cleaned out the area of gangsters; otherwise you 
may wind up having to fight the guards as well as the thugs. You can simply file away his advice 
and walk away, though; he'll only fight you if you threaten to report him. 


Near Hagan’s Shop: These guys are being harrassed by a Luskan gang. There’s no need to 
really antagonize the guard here, even if he is on the verge of accepting the bribe. If you rebuke 
him and the Luskan gang harshly enough, the gang will attack, letting you kill all of them while 
reinforcing the tenets of good policework for the guard. 


Southernmost Exit: This fellow says he has suspicions on who the traitors are, but definitely 
isn’t taking bribes and is reluctant to do anything too drastic. Check in with him and move on. 


aera ET gangs roam the streets of the Neverwinter Docks. 


There are also a couple of incidences of gang activity. 


Northeastern Gang: These guys are near the red marker for the Back Alley on your map. 
They're surrounding a cart. If you ask to inspect it, they'll let you, and you'll find that it contains 
illegal goods. Play the conversation as you like, but threatening to arrest them is a lawful action. 
It’s worth it, though, as after you defeat them you can search the cart (chaotic shift) and loot it; 
it’s got a lot of crap on it. 


Reylene: Reylene is a shopkeeper in the southeastern corner of the map. While there’s no gang 
activity here, you can attempt to press her for protection money if you like. Nothing happens if 
you do, but it’s an amusing conversation nonetheless. 


Burglars: Directly south of Moire’s house (in the northwestern corner of the city), in a small alley, 
you'll stumble across a pair of burglars. Kill them or convince them to join with Moire. 


Robbers: If you check near where Caleb was previously standing, you'll find some robbers. 
You're too late to save their victim, but you can kill them off if you like. 


Roaming Gangs: |n the center of the city, as well as in the northwestern corner, there are some 
roaming bands of gangsters. They're automatically hostile to you, so track them down and kill 
them. You can get some good experience for this. 


Sub-Quest: Speak With Brelaina 


When you return to the Watch post, you'll find that it’s burning to the ground, apparently having 
been set alight by Moire’s gang. The guard outside is livid, but levelheaded enough to point you 
towards the Merchant District, where Marshal Cormick is speaking to one of the mucky-mucks in 
charge of the Watch. Time to crack some skulls...for real. 


If you head to the Merchant district and go into the City Watch building there, you'll be able to 
speak with Captain Brelaina. She’s a weak-willed leader of the Watch, and insinuates that you and 
Cormick may have prodded Moire into destroying the Watch headquarters. After a long 
conversation, though, she'll task you with heading to the Back Alley and stopping the shipment of 
weapons that are headed towards one of Moire’s warehouses. 


Sub-Quest: Weapon Smugglers 


Head out back to the Docks district and go towards the point marked "Back Alley." On the way 
there, you'll encounter Wolf, who’s apparently the leader of a gang of children. You can help him 
out of his jam by lying for him, if you wish; you'll encounter him again later on. 


As soon as you enter the Back Alley, you'll come across some Watchmen accepting a bribe. You 
can speechcraft your way through them, or simply kill them all to move on. You'll eventually come 
to a much larger group of Watchmen and thugs, standing together in harmony. There’s probably 
too many of them to take on directly, so accept Qara’s offer to set a nearby building on fire to 
distract the Watchmen away from their post. (Neeshka may be able to serve the same purpose if 
you don't have Qara along.) That'll leave a much smaller set of thugs for you to deal with. If you 
want, you can track down the Watchmen afterwards and fireball the lot of them. 


Soon afterwards you'll come to a small barricade where a gang leader is setting up shop. These 
guys are from one of the other gangs in the area, and are intent on stopping the shipment to 
Moire. If you try to Diplomacy them, they'll walk off and you can get a good alignment shift. If you 
tell them to stay at their post, you can get a chaotic good shift. Up to you. 
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Try to hit these guys with a fireball as they charge at you. 
Alley Fight 


At the very end of the alleyway, you'll come across another large contingent of corrupt Watchmen 
and thugs. You’re going to have to kill all of them if you want to get the wagon back to the Watch. 
The best thing to do here is to immediately pause as they go hostile to you have and have Qara 
bust out a Fireball spell in the path of the soldiers that are coming your way. Don’t cast it on 
them, cast it in the middle ground between you and them, and set your melee fighters to run 
backwards a bit (unless you're playing on normal difficulty, in which case they can just run in, 
since they won't get hurt by the flames). When the Fireball goes off, it’ll take out easily two-thirds 
of the soldiers and hopefully damage the thugs a bit. (Most of them have Improved Evasion, so 
they may wind up taking no damage at all.) 


If you can defend yourself well (if you had Qara learn Stoneskin when she leveled up, that’s an 
ideal spell to cast on all your party members), then you shouldn’t have too many problems 
mopping up the rest of the bunch. 


Neeshka will want you to sell off the weapons to a fence to get some cash before you report back 
to Brelaina. You can do so, if you wish. Checking the cart for weapons will only net you a rapier, 
so that’s not really worthwhile. 


After clicking on the cart, you'll be warped back to Brelaina. She wants you to head back to the 
warehouse and deal with the people who were the weapons’ intended recipients, and attempt to 
track down any documents that might lead you further up the gang’s food chain. If you head to 
the northwestern corner of the Merchant district, you'll find an entrance to the warehouse. 


Your only real goal here is to find the documents, but there’s plenty of people to fight and plenty 
of loot to grab while you're in the area. Check every crate you see. Some of them will be full of 
short swords or longbows, or whatever, but if you scroll down the list, there’s usually at least one 
item that’s either magical or rare somehow. 


When you reach the documents, a named NPC will be standing behind some crates, chucking 
grenades at your party. You can bash through the barricades fairly quickly, or you can just blow all 
of them with a fireball. The documents on the table are contact lists, in code, to bring back to 
Breliana. You can let Neeshka look around, as well; she'll grab a little something for herself, but 
it'll be tough to talk her into telling you what she found unless you have some high speechcraft 
scores. She'll also hand over an excellent magical greatsword, though. 


You'll come across Sir Darmon as you leave the Warehouse. He’s a pompous sort, from the 


imperial guard, and has been sent to clean out the warehouse. Unfortunately for him, you’ve 
already got things well in hand. Deal with him and head back to Brelaina. You may encounter 
another kid’s gang run-in, so act according to your gameplay styles. 


Sub-Quest: Protect The Watch’s Informant 


You're now told to book it for the house of the Watch’s informant in Moire’s gang, a man named 
Fihelis. He has a stately manor elsewhere in the Market district, so go there and protect him. 


Unfortunately for you, the manor is overrun by shadowy thugs when you arrive. These fellows are 
master Sneakers, so they’ll attempt to hug the shadows as they creep up on you for massive 
Sneak Attacks. There’s little you can do about this, it seems, although staying in Search mode may 
help a bit, but they're really, really good about hiding. Try to Stoneskin everyone to protect them 
from the sneak attacks, and mob the enemies when they finally reveal themselves. Qara can 
Fireball enemies fairly easily, since they walk so slowly as they approach you. 
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Even if you can’t attack these guys while they’re hiding, you can aon fireballs on 
them. 


Before heading upstairs to the second floor, loot the house thoroughly, being careful of traps, 
especially in the vault area (marked on your map). When you're ready to get your hands dirty, 
proceed up to the second floor. After checking the area thoroughly, you'll come across a closed 


door that leads into Fihelis’s main dining hall, where Moire and some guards are threatening him 
with deadly force. You have the opportunity to buff up before heading inside, so get some 
Stoneskin on everyone, cast Bull’s Strength; the works. When you fight Moire, her men will come 
straight at you. Moire herself will take a lot of damage, so it’s best to chop down her flunkies first 
before dropping all your bombs on her directly. She'll drop off a Moonstone Mask and a Rapier +3, 
both of which are great weapons for Neeshka. 


Speak to Fihelis and question him if you wish, then return to Brelaina to finish off this portion of 
the quest. This is where the two branches merge back together; both Axle and Brelaina will send 
you off to find the missing Waterdeep emissary at this point. This is a great time to start tracking 
down some of the sub-quests in Neverwinter, such as the character missions. 


The Blacklake District: Mafia Route 


If you don’t mind taking a bit of a more evil route to getting into the Blacklake, you can talk to 
Caleb, who'll be marked on your map when you leave the Sunken Flagon. This route is better 
suited for characters who don’t mind being evil; indeed, some of the options here, including the 
first quest you're given, will come with mandatory evil alignment shifts attached. 


Sub-Quest: Extortion 


Caleb's first task for you is to head over to a shopkeeper named Hagen who's refusing to pay the 
protection fee that Caleb and his bosses are asking. Head on over to his shop near the waterfront 
to see what all the fuss is about. 


Inside the shop, you'll meet Reesa, Hagen’s daughter, who'll attempt to dissuade you from 
harrassing her father, but harrass you must. It's easy enough to get him to pay up if you don’t 
mind being chaotic and evil; just start breaking things! Intimate that things look fragile, then start 
dropping things on the floor, and Caleb will cave in soon enough. If you want to avoid alignment 
Shifts, then Diplomacy may work if you have enough ranks in it. Those are your only options; you 
can't choose to beat Hagen down or anything like that. 


With Hagen’s payment in hand, return to Caleb. Go ahead and ask for some of the money; he 
won't hold it against you. Unfortunately, Hagen will be hot on your heels, with the City Watch with 
him. He'll obviously accuse you of the crime (justly, we might add), and demand that you be 
arrested. You can bribe your way out of a confrontation, if you wish, or you can just tell them to 
blow off and they'll attack. Either way, Caleb will exit, stage left, and leave you with instructions to 
find Moire, his boss. 


Sub-Quest: Sweep Through The Docks 


Head north to Moire’s house and speak to her to get your next assignment. She wants you to 
make a sweep of the docks, investigating all of the Watch guard posts. Bribe the guards to help 
Moire out, or kill them if they're too stubborn to listen to reason. While you're at it, check for 


activity from other gangs and convince them to join up, or pay the price. 
Tip: Feel free to unlock and loot Moire’s treasure chest; she doesn’t seem to care. 
There are four guardposts you need to check out, all of which are marked on your map. 


Northeastern Post: If you press hard enough, this guy will accept a bribe in exchange for 
staying out of your way. 

Near Sand’s Shop: Again, either bribe them or kill them. 

Near Hagan’s Shop: These guys are being harrassed by a Luskan gang. If you tread lightly, you 
can get the guard to fight with you, and keep them on your side; otherwise, you may have a bit of 
a tough fight in front of you, with both the guard and the other gang coming your way. 
Southernmost Exit: This guy’s really worried about what he feels Moire represents, but he'll still 
take a bribe if you convince him that no one will get hurt. 


There are also a couple of incidences of gang activity. 


Northeastern Gang: These guys are near the red marker for the Back Alley on your map. 
They're surrounding a cart. If you ask to inspect it, they'll probably let you; if you bully them 
enough, they'll eventually start fighting. It’s well worth your effort to beat them, as the cart 
contains stolen goods, including 1,000 GP and a Wand of Stinking Cloud that'll sell for a good 
price. 


Reylene: Reylene is a shopkeeper in the southeastern corner of the map. While there’s no gang 
activity here, you can attempt to press her for protection money if you like. Nothing happens if 
you do, but it’s an amusing conversation nonetheless. 


Burglars: Directly south of Moire’s house, in a small alley, you'll stumble across a pair of burglars. 
Kill them or convince them to join with Moire. 


Roaming Gangs: |n the center of the city, as well as in the northwestern corner, there are some 


roaming bands of gangsters. They're automatically hostile to you, so track them down and kill 
them. You can get some good experience for this. 


Sub-Quest: Destroy The City Watch Post 


Set these burnables alight and watch the fun! 


Damn, Moire doesn’t mess around. When you’re done with your sweep, return to her for a new 
assignment. She wants you to make sure that everyone knows that you're for realz, dogg, and by 
that, she means to have you burn down the City Watch post in the center of the Docks. Damn. All 
she gives you is a torch; she expects you to figure the rest out by yourself. 


This one isn’t really as bad as it seems. There are three combustible piles outside the post; two 
piles of crates and one wagon. If you have the torch equipped in your shield hand, you'll be able 
to interact with them and set them alight. The guards will try to stop you, obviously, but guards 
are made to be killed, amiright? 


Well, one more run-around. It appears that Moire doesn’t actually run things; she, too, has a boss. 
You'll need to speak to Axle Devrie in order to get your release into Blacklake. Head off to the 
Market District to find his home. 


A shipment of weapons for Moire’s gang is coming in at the docks, and you need to ensure that 
neither the Watch nor the Luskans get a hold of them before they reach his warehouse. He leaves 


it to you and Moire to plan the operation. Feel free to start sowing the seeds of discord between 
the two in your talk with Moire. Unfortunately for you, the Watch is planning on stepping up its 
activities against the gang just as you get ready to head to the Back Alley to oversee the 
shipment. More troubles come up when you re-enter the Docks; it seems that the Shadow Priests 
are intent on getting into Blacklake, as well. Sounds like it’s going to get sloppy! 


Feel free to intervene on Wolf's behalf when you encounter him as you walk to the Back Alley, if 
you wish. You'll see him again later on. 


Back Alley 


Speak to the Smuggling Contact before heading into the Back Alley, and be sure to have some 
decent weapons for everyone involved. Qara, especially, should be moved over to a ranged 
weapon if you haven't done so already. 


The gist of the matter here is that you can either fight the thugs that are standing in your cart’s 
path, or you can pay or fight the Watch to let you through unmolested, or a combination of both. 
Don’t worry about the cart itself; it'll automatically follow you through the alleyway as you 
proceed, and can’t be attacked directly, or so it would appear. 
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There are plenty of thugs who are on the lookout for your weapons. 


The first little set of Watchmen can be avoided by ducking into the alley on the left side of the 
street, but the next group is altogether bigger; perhaps ten soldiers, all told. That’s a lot! You can 
attempt to take them head-on, if you wish, but if you have Qara in your party (or perhaps 
Neeshka), you can divert their attention by creating a fire down the street. Head into the alleyway 
off the main road to proceed. Be sure to rest after each fight here, as the thugs can be difficult to 
bring down. 


Near the end of the alleyway, you'll come to a group of thugs that aren't immediately hostile to 
you. Unfortunately, their posturing will cost them their lives: cast all your defensive buffs and 
summon creature spells that you have available before walking towards them. When they attack, 
they'll bring in reinforcements from behind you, so if you have Neeshka and Qara in your party, 
they'll probably be quickly killed. Even so, a properly buffed Khelgar can probably take most of 
these fellows down. 


Defeating The Raid 


When you reach the Warehouse Supervisor, speak to him to end your little excursion. You'll net a 
full 2,000 GP for your efforts. Unfortunately, the warehouse will immediately be raided by the 
Watch. You'll have to defend the shipment from them in order to ensure that all that effort didn’t 
go to waste! 


This is where things are going to get very, very tough. The City Watch will be attacking in force, 

and attempting to destroy each of the weapons caches that the Supervisor has set up. There are 
four main caches spread throughout the building, with plenty of smaller chests and barrels full of 
items for the taking. Keep in mind that although some of them seem to be full of short swords or 
longbows or what have you, if you scroll down you'll often find a magical weapon in the manifest. 


You can rest inside the warehouse, so long as you’re a decent distance away from your foes. 
They'll attack in groups, most of which will come with a cleric, which can cause problems. If you 
can, try to plug them into doors with Khelgar or your main character preventing them from 
reaching the ranged characters behind you. What’s problematic here is that the Watch will often 
just appear out of nowhere; this seems to happen after you rest somewhat often. With that said, 
you're not on a timer or anything, so you can proceed at your own pace. 


Axle, Again 


Return to Axle’s house when you're done in the warehouse. He'll give you 750 gold, and tell you to 
head to Old Owl Well, where he suspects an emissary from Waterdeep has been kidnapped, or 
killed, by orcs. If you can rescue the emissary, then do so; if not, investigate. Sounds simple 
enough. 


The Old Owl Well 


Well, surprise, surprise. You'll be able to pick up a new member for your party here. Grobnar 


Gnomehands is a loquacious gnome bard that'll automatically join up with you when you enter the 
area. If you want to gain his services in the future, you apparently have to add him to your party 
right this moment. Otherwise, he won't be waiting for you when you head back to the Sunken 
Flagon. Although you might turn your nose up at the thought of bringing a Bard along on your 
travels, he will be pretty handy at crafting some items. J ust go ahead and take him into your 
party, then head to the Old Owl Well from the map transition point. If you don’t want to bring him 
into battle, head back to the Sunken Flagon and switch him out again. 


Old Owl Well - Greycloak Camp 


Feel free to take a look around here, if you wish. Not much to see except for Simmy, the 
merchant, and Callum, the camp commander. Speaking to Callum will cause a group of orcs to 
descend upon the camp. They shouldn't be difficult to defeat, and when you do, Callum will give 
you a new task: find the lair of Yaisog Bonegnasher, a local orc leader, and press him for answers 
about what happened to the Emissary. 


Bonegnasher Lair 


Head to the Bonegnasher Lair section of the map to propel the story along. You'll be fighting some 
trolls, so be sure to bring along a spellcaster capable of flinging around fire spells. Acid works on 
them, as well. You can probably buy the appropriate arrows or bolts at a vendor somewhere, 
perhaps even at Simmy, but spells are the easiest way to go. 


You'll need fire or acid damage to finish these trolls off for good. 


Make your way past the orcs and trolls to the cave opening in the northeastern corner of the map. 
There are plenty of trolls in here, so be prepared for them. When you reach the end of the cave, 
you'll come across a box of Blastglobes. You need to take the entire unstable box with you; if you 
noticed in the outside area here, there's a rockslide that’s currently impassable. The Blastglobes, 
when placed in the rockslide and detonated, will cause the whole mess to come crashing down. 
Bring them back and walk towards the landslide to do exactly that. This is a triggered action; no 
need to do anything special. 


After fighting your way past the orcs beyond the rockslide, you'll come to the Orcish cave. Note 
the appearance of Guyven of the Road by the crate on the slope near the cave; if you talk to him, 
he'll tell you a bit about the Ironfist Stronghold and its history. It’s interesting, maybe, but not 
critical knowledge. At the cave entrance, you may be able to talk your way past the guards and 
head straight to Yaisog, but more likely than not you'll have to kill them to move on. 


Yaomig’s Cave 


Get your hands dirty first off by heading northwest and making a circuit through the barracks in 
the cave. Plenty of orcs, plenty of experience, not so much on the loot side of things. You'll 
eventually circle back around to the eastern passage, where you can rescue a group of miners 
from the well by picking the lock on the door. 


Move into Yaomig’s little area nearby to speak to him. He'll offer up more orcs as slaughter, so kill 
them, navigate the traps in his room and loot it, then head into the northern passage to take on 
Yaomig himself. He’s a tough little bastard, so save your game before approaching him. If you 
have someone capable of casting it, then a Protection from Energy spell on your main fighters 
would be a wise addition to the cause. Yaomig’s axe causes fire damage with each swing, so a 
Protection from Energy spell will likely negate that. 
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The fire damage from Yaomig’s axe will cut through Stoneskin, but will be absorbed 
by Protection from Energy spells. 


Regardless, when you enter combat with Yaomig, have everyone start wailing on him, ignoring his 
friends. When the fight’s over, he'll reveal that his clan is indeed holding the emissary, and begs 
you not to kill him, supposedly so he can continue to rule over the half-dozen orcs you haven't 
killed. Offing him is a minorly evil act, but doing so will let you pick up some Mithril Chainmail 
(which acts as light armor instead of medium armor) and a Fiery Stoneaxe +1, which is basically a 
two-handed axe that deals an extra two fire damage on each successful hit. Leaving him alive nets 
you the satisfaction of a job well done and little else, but you will get the chance to kill him again 
later. 


When you find the emissary, he'll insist on scampering off to Neverwinter on his own. Head out 
through the doorway nearby and get back to Old Owl Well. 


Mountain Pass 


Before you actually can get to Old Owl Well, you'll encounter a band of orcs that attempt to 
ambush you. Soon enough, though, Katriona and Casavir, two holy warriors, will intervene on your 
behalf and route the orcs. After a conversation, Casavir will all but insist on leading you to the 
Bonegouger Lair, where Logram is holed up. You can boot out Khelgar in exchange for the 
paladin. 


The Canyon 


If you head from here back to Neverwinter, you'll come across a canyon with another orc ambush. 
This time, though, they're allied with...a human? He doesn't identify himself, but instead insists on 
simply killing the emissary to Neverwinter. Presumably he hasn't done so - yet. Kill the group and 
loot their bodies for some nice items. 


Now, at this point, you can travel around to Old Owl Well or Neverwinter all you like, but the 
emissary is nowhere to be found. Presumably Logram got him as he attempted to escape the 
mountains. Travel to the Eyegouger Clan marker on your map with Casavir in your party to finish 
off the orcs once and for all. Note that you're going to be finding a fair amount of loot in these 
caves; if you don’t have some Lesser Magic Bags, you may want to check the merchants in 
Neverwinter and buy a couple, or simply make a run through the first level of the cave before 
leaving it, selling to a merchant, and returning to finish it off. 


Eyegouger Clan 


That’s one big spider! 


The Eyegouger Clan area is another large set of canyon corridors. When you come across 
barricades, stay back and fling a fireball at the orcs behind them; they'll take severe damage, the 
barricades will be destroyed, and you can charge ahead and quickly finish them off. After taking 
down the huge blade spider outside the entrance to the cave here, rest up and cast any buffing 
spells you can before heading inside. 


Eyegouger Lair, Level One 


Note that this is only the first level of the lair here; you've got a bit of a trek in front of you, 
apparently. There’s plenty to see and kill here, including a room of humans in the northwestern 
corner that are apparently torturers in the employ of one mysterious "BG", according to their 
journal. Their journal also notes that they've captured the Emissary and have been working him 
over. Elsewhere in the level is a pack of winter wolves (we suspect the Elanee can interact with 
these guys somehow and perhaps turn them to your side, but she wasn’t in our party when we 
reached them). Also, to the northwest, you'll come across a room full of wounded orcs. Putting 
them out of their misery by attacking them without provocation (they're neutral to you) will net 
you some huge chaotic evil swings, to the tune of six points each. Yow! You do get a handaxe +2 
if you kill them, though. 


Eyegouger Lair, Level Two 
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So - the katalmach, the one who has been attacking us, giving the grey whelps time to rest between €ach assault why my 
men fear to face you in battle is hard to see. 


Killing Logram? More like putting him out of his misery, with those looks. 


More enemies to kill here. Eventually you'll come across an interrogator, who's discussing the 
problems he’s been having bending the emissary to the will of the Luskans. That emissary’s one 
tough SOB! You should probably get to rescuing him before anything too bad happens to him. 


Speaking of which, Logram awaits you in the large room on the north end of this map. He’s not 
hostile at first glance, so take your time to buff yourself thoroughly before entering the fight. As 
soon as he attacks, plop down a couple of area-of-effect spells on his troops, then start ganging 
up on them and finishing them off. The loot here is fairly good, so be sure to get it all and stash it 
away in a magic bag for eventual sale. 


Eyegouger Lair, Level Three 


The conversation at the beginning of this level can either be really short or long, and lucrative in 
terms of influence gains. For the latter, select "These bodies deserve funeral rites" and "no one 
deserves to be piled here like this" to get a good shift in influence with Casamir. The last choice 
will depend on your teammates. If Neeshka’s coming along, then "there might be something 
valuable beyona" will lightly influence her. 


Later on in the level, you'll come across Wynn, one of the students at Qara’s magical academy, 
who's writhing on the floor in pain. Soon enough, a shadow priest will come around the corner 
and insist on attacking you, with two of Qara’s other classmates in his necromantic thrall. 


Shadow Priest Fight 
This fight can be difficult, no doubt, since the magical attacks these guys will be spitting out are 


going to punch right through your Stoneskins and Barkskins or whatever else you normally use to 
protect yourself in combat. The shadow priest will also set himself up as barricade in the hallway, 


preventing you from getting to the two lesser spellcasters until you take him down. They'll also 
summon in a couple of wolves to protect them. 
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Fights against wizards can quickly get chaotic. 


If you can, buff yourself with with Protection from Energy spells and Haste, and whatever 
offensive buffs you can cast. When you approach Wynn, your main character and Qara, if she’s 
around, will warp ahead of your teammates for the conversation, so the other two will probably 
lag behind a bit. Haste will help them catch up somewhat. If your main character or Qara can cast 
a high-level Summon Creature spell, then as soon as you regain control of your party, run up to 
the shadow priest and cast it behind him, in between the two student wizards. That will distract 
them a bit and hopefully make them burn some spells on the creature instead of on you. 
(Alternately, you can open up with Qara casting her most powerful area-of-effect spell, but they'll 
likely resist much of the damage.) 


Apart from that, you can try to silence the mages by using a Silence spell or a Thunderstone 
grenade on the lot of them. Regardless, put your strongest fighters right next to the shadow 
priest, and they'll get attacks of opportunity on most of his spellcastings, so he shouldn't take 
overly long to go down. When he does, the two lesser spellcasters will quickly follow suit, being 
more dangerous on offense than on defense. 


Rescuing the Emissary 


The emissary is in a room near where Wynn is lying about. (You apparently can’t do anything to 
help Wynn, by the way.) Unlock the door, speak to him, and he'll fly off to the Old Owl Well; 
apparently the first emissary you spoke to was merely a decoy. Check the rest of the area for 
some more items and goodies, then head out through the stone wall in the necromancer’s 
workshop to reach a secret passage back to the world map. 


When you reach the Old Owl Well, speak to Callum to ensure that the emissary made it back safe 
and sound. You can earn more influence with Casavir here by selecting "Whatever trouble Casavir 
is in..." and "You'll have us to protect you as well." Callum will reward you with a huge two- 
handed axe that’s well-suited for taking out orcs, if you can equip it. It’s an especially good 
weapon to give to Khelgar, and since it does an extra 1d6 damage to evil enemies, well...let’s just 
say that that’s going to work on pretty much every enemy you see in the game, save for stuff like 
elementals and animals. It’s not uncommon for Khelgar to bust out criticals for over 60 damage 
with this thing. 


You should be able to fight this guy solo if you position yourself carefully. 


If you return to your handler in Neverwinter (either Axle or Brelaina), they should both wind up 


giving you a quest revolving around the appearance of more Luskan spies. Apparently one of them 
is attempting to dock at the Neverwinter harbor aboard a ship called the Sea Ghost. Brelaina 
wants you to travel to the ship and kill the spy; presumably Axle has something similar in mind. 


Anyway, when you hit the docks, you'll see one huge ship and many Luskan Minions standing next 
to it. You'll need to defeat the first wave before your target, Ahja the Azure, will show his face. 
He'll stand at the far end of the dock and spawn in a bunch more minions, but even though he'll 
be hostile to you, he likely will be so far away that you'll be able to take the minions down by 
themselves, then turn your attention to Ahja and fight him solo. He’s a fairly difficult wizard, so be 
sure to haste yourself and surround him to get your attacks of opportunity. He'll stop in the middle 
of the fight to reveal that he’s not actually Luskan - he fights for Black Garius. He'll attempt to 
potion himself back up to fighting strength, but if you’re taking him on solo you should be able to 
really wail on him and kill him. 


Quest: The Only Thing Worse Than Luskans... 


Time to clean out a nest of githyanki. Find the house that’s marked in the Market district and head 
inside. There’s nothing really complicated here: there are plenty of bladelings and numerous 
githyanki that will appear from the shadows as you scout through the house. When you reach the 
summoning portal in the northernmost room, though, you'll be surprised at the appearance of a 
blade golem. Or maybe not so surprised, since the last cutscene you saw with Garius and 
henchmen featured it. It will attack the githyanki, then turn on you, but with a four-on-one 
advantage you shouldn't have too much trouble beating it back. It'll deal good damage to you, but 
doesn't feature the annoying weapon resistances of other golems, so at the very least you should 
be able to damage it provided you have magical weaponry. It is immune to sneak attacks and will 
likely resist many of the spells you cast at it, so rely on physical attacks to take it down. 


When you return to your handler, you'll discover that they have finally arranged for you to enter 
Blacklake District. Time to get back on the hunt for the origin of the shards that you carry. 


Quest: Aldanon The Sage 


When you make your way into Blacklake district, you'll likely be escorted directly to Aldernon’s 
house. He’s a somewhat distracted old wizard, but a nice enough fellow if you treat him with 
respect. After a long, winding conversation, he'll tell you all about what he suspects the shard are 
- fragments of a broken silver sword of the githyanki. He'll also tell you of a now-deceased court 
wizard, Ammon J erro, who reportedly did much research into the subject matter. He had a private 
retreat somewhere in Faerun, but the only way to find out precisely where it was is to visit the 
Neverwinter Archives. 
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The githyanki are a race of beings that dwell on the Astral plane, led by Viaakith, the Lich Queen. Not a nice woman, | hear. 


And now, for a brief expository interlude.... 


`” 


After you're done with Aldernon, talk to the guard outside and choose your best speechcraft skill 
to convince him to take you to the Archives; odds are you'll succeed. Unfortunately, when you 
enter the room, you'll come across githyanki in the antechambers! Kill them if you like, then head 
north to reach the Caretaker. After a bit of banter, he'll agree to let you into the vault, but only if 
you promise to keep secret anything that might harm Neverwinter. Lying here will gain you 
chaotic points, as well as an influence gain with Neeshka, while swearing to secrecy will likely 
result in a Lawful gain, and probably an influence gain with Casamir if he’s around. He'll let you in 
on a couple of secrets: in order to enter the main vault, you'll need to solve a puzzle, which in turn 
is only visible if you wear one of the veils that the caretakers are sworn to keep over their faces. 
You can kill the guy you're talking to and take his, or you can find one on one of the dead 
caretakers in the archives themselves. 


The Archive Puzzle 


Before you put on the veil, though, regardless of how you get it, you'll want to sweep through the 
area and kill off all of the githyanki in the area, and there are plenty of them. The veil will allow 
you to see secret areas and hidden doors, but will also greatly reduce your AC and Dexterity while 
worn, so it’s not something you want to be wearing in combat. Anyone can wear it, though, so if 
you have a spellcaster that’s not often involved in combat, they can set it up on a quickbar for 
true seeing fun whenever you fight invisible creatures during the rest of the game. 


When the githyanki are done for, head out and track down the secret rooms that are scattered on 
the outside of the area. These will only be visible to you if you have the veil on, remember. Some 
nice scrolls and books with details on high-level magical item crafting are contained within. There 
are also a number of bookshelves on the walls, with books that will be key to solving the four 
puzzles required to open access to the vault. 


When you're ready to hit up the puzzle, start checking out the books in the four rooms here. Each 
of them can only be seen if you have the caretaker’s veil on. 


Southwestern Puzzle: Illefarn Cypher 


This book requires the Illefarn Cypher book, which can be found on one of the bookshelves. If you 
don’t want to bother with reading it, here are the solutions to some of the puzzles. Most of the 
puzzles have the word Follow in them at some point; that coordinates with the number 4, if you 
want to try solving some of them yourself. 


Nix You Nix Me Nix Nature: Answer is Death 8 Death 9 Death 5. 
98764321: Me You Shadow Weave Follow Lead One Life. 
You Follow Nature, Nature Follow Me: 845549. 


There may be other puzzles, but one of these will eventually pop up and let you solve this book. 


Northwestern Puzzle: To Counter The Assumption of a Flat 
Faerun 


More questions, more answers. 
Forms of travel not used in exploration: Teleportation 


Gravity was first explored by: Ancient | Ilefarn 
What is revealed at the end of the book: Nothing 


Northeastern Puzzle: The Luskan Threat to Neverwinter 
More questions! 

What does the author recommend?: Build more alliances. 

Who wrote this document?: An anonymous source. 


What’s the first thing Luskan will do?: Undermine Neverwinter’s political alliances. 
Who is the current Luskan ambassador?: Torio Claven. 


Southeastern Puzzle: Death of a Sailorman 


Questions! 


Name of Trenor’s ship: The Sable Crow 
Weapon used to kill Trenor: | ewelled dagger. 
Name of Luskan flagship: Gilded Sovereign 


An Old Ally 


TOT ee oie 
Must...read...that...book! 


With the vault opened, head back to it and walk inside to encounter more Githyanki. Kill them, 
then check the book in the center of the room to learn that J erro has one surviving descendent: 
Shandra J erro, the stubborn farmer near Highcliff whose barn was burned earlier. You'll be able to 
immediately warp there, if you like. Keep in mind that you’re going to have to do a bit of solo 
battle fairly soon; if you need to switch spells around (so that you have things like self-buffs and 
summoning spells available), do so. 


You'll arrive to find a very confused Shandra running into her house, attempting to evade the 
githyanki that are giving chase. Kill everyone in the farmyard, then head into the house yourself. 
If you find Shandra, she'll repeatedly attempt to run away from you, to the point where she 
actually leaves the house and attempts to leave before finally realizing that you’re there to help 
her. She’s kind of a dumb git, but she'll come around eventually. You'll be able to take her to the 
Sunken Flagon when you're ready to advance the plot a little bit. 


Summoning creatures will help you get a leg up on the competition here. 


The conversation at the Sunken Flagon can be as long or as short ("Look, let's just do this quickly, 
and l'Il copy it in my journal," heh) as you like. After a bit of talking, though, she'll retire to her 
room, where she will of course be kidnapped by githyanki. 


When you get roused by Duncan, you'll be quickly forced to run into the center of the inn and 
fight off the githyanki that are taking on the soldiers there in force. Here’s where the solo fighting 
Skills will come in handy; summon creatures to help you out and buff yourself up until all of the 
Githyanki are dead. 


When the githyanki have been eliminated, the enigmatic Bishop will finally weave his way into the 
story’s plotline. He’s apparently a Luskan, and has been hanging around in Duncan’s bar, waiting 
to pay back an unmentioned old debt. Duncan calls in the favor for you, and you add one chaotic 
evil ranger to your party. He'll be a mandatory addition to the group, but one that will be capable 
of dishing out some major damage with his longbow. If you need to sell off goods before leaving 
for Luskan, do so, then right-click on Bishop and hold the button down to talk to him. If this 
eventually stops working, head to a map transition and go to the Village of Ember, to the north of 
Neverwinter. 


Note that having Qara in your party will make the upcoming fights a lot easier, unless your main 
character can cast Fireball. You'll also want to have a better weapon for Bishop than a Longbow 
+1. The Elven Court Bow that Repko sells in the Docks district is a good fit. 


As you enter the town, you'll notice that it’s quiet...too quiet. Sure enough, a githyanki ambush is 
right around the corner, so take a moment and buff everyone up as best you can before moving 
forward. You'll come under attack from many, many githyanki here, including numerous archers. 
Don’t forget to add Bishop’s "Summon Animal Companion” ability to summon his wolf friend, 
Karnwyr. 
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You're going to have to get long range to take down these archers. 


After the first wave of enemies is defeated, another group of foes will rush at you. Kill them all, 
and start talking over your strategy with Bishop. If you want to remain and check on the villagers, 
then you'll gain a good alignment shift, but lose influence with Bishop. Alaine, a villager, will 
eventually come out and conveniently tell you which way the githyanki were going. 


The only other person in the village (the doors are all locked and unpickable) is Marcus, a curious 
little boy who radiates power, according to Qara. He seems to think that Ember will be destroyed 
at some point in the future, but that your party might have something that can help him survive. 


If you let him poke around in your bags, he'll ask for Bishop’s skinning knife. We're not sure how 
this plays out, but in the interest of making things happen in the future, feel free to force Bishop 
to hand the knife over to Marcus, who runs on. 


Githyanki Approach & Cave 


As you walk up the path here, you'll find your way blocked by a few fire walls. These don’t appear 
to be magical, so Dispel Magic won't rid you of them; the only way through is apparently to just 
run through them. They do light damage, and you should be able to rest fairly often. Guyven is 
located beyond the second wall, and will give you a nice XP bonus for talking to him. 


Make your way up to the top of the path and into the cave there. A large number of githyanki will 
be waiting to attack you here, so buff yourself before heading inside. When you're done talking to 
the loquacious foes, start making your way through the cave. You'll come across a Succubus that 
has apparently charmed a few githyanki and convinced them to fight on her side. 
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Run through the firewalls, then rest if they deal you too much damage. 
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Succubi are difficult foes, with excellent spell resistance and damage reduction, thanks to their 
Stoneskinning of themselves. They may try to charm your characters, so preparing for these fights 
with some kind of charn resistance spell may be worthwhile, at least in the case of your most 
powerful fighter. Your best bet for taking them down is to lure them into close quarters, where 


their attacks simply aren't all that powerful, and try to overload their damage reduction with 
critical hits from Bishop (use magical arrows) or Neeshka’s sneak attacks. If you can’t get massive 
crits, just wear them down until their Stoneskins fail, then finish them off. They can be annoying, 
but hey - now you know what your enemies feel like. You can use Dispel Magic to eliminate their 
spells, but they'll also likely remove your own buffs. 


Further down the path, you'll come across a pair of Succubi musing over a blade golem. Defeat 
them, then agree to Bishop’s plan to come back for it when you find Shandra before fighting your 
way through the rest of the corridor. 


Devil Chamber 


When you head through the door, you'll come across a trio of succubi that are tormenting a devil 
that’s caught in some kind of restraining field. Try to nail them with a Dispel magic just as they 
start coming your way, and you'll be able to knock off their defensive spells without affecting any 
of your own. 


When you speak to the devil, emphasize that you don’t trust him any more than Neeshka does to 
get some cheap influence. You can continue to gain influence with her throughout the 
conversation with speech options like "You are doing an excellent job of boring me." The devil 
wants you to free him from his servitude to the enemies that have bound him here, where his 
powers are used to keep the extraplanar wall intact. He wants you to banish him, but you can only 
do so by saying his true name, which he gives you in exchange for a pledge to only use it for the 
purposes of banishment. If you agree, then attempt to extort him for 10,000 gold, you'll gain 
three chaotic points, but you won't actually get any cashola. 


Check the wings off to either side before exploring the corridor to the north. As you may suspect if 
you thoroughly interrogated the devil, there are going to be some tough fights ahead, so rest up, 
recast all of your buffs, and save before moving on. 


Zaxis 


Zaxis is one mean tanar’ri. He’s attempting to bash open the door that conceals the githyanki, and 
thus Shandra. You have to get past him if you want to rescue her. 


Zaxis is the single toughest enemy you'll face in Chapter One. 


There are a couple of ways to do so. The easiest is via speechcraft. If you have a high score in 
Diplomacy, Intimidate, Bluff, or maybe Taunt, then you can attempt to talk Zaxis into admitting 
his own defeat, which is apparently something of a self-fulfilling prophecy, in that admitting his 
defeat will cause him to actually die, without you having to lift your weapon. After the first round 
of questions (the Bluff/Lie option will always succeed, it seems), the meaningful one here is 
"Wait...if your task was to breach the door...." Asking him this will cause him to protest, but 
another successful speechcraft roll will cause him to topple over and die. (Attempting to Taunt at 
this prompt will let Neeshka taunt her way past him, thus killing him even if you fail, assuming 
she’s in your party.) 


Alternately, there’s combat. Zaxis will first send two succubi your way, then bring up the rear 
himself. The succubi aren't so tough, but Zaxis can be. He's got pretty good resistance to damage, 
somewhere up in the 10 or 15 range, so not many of your weapons will do much damage to him. 
Magic Missiles, though, are going to be tough for him to do anything about (although he may 
occasionally resist magic). Wear him down like you would a succubi with Stoneskin, while having 
Qara or your spellcaster continually bust out Magic Missiles, and he should go down fairly 
smoothly. You get the (disappointing) loot from the encounter either way, but killing him in battle 
will net you 250 experience or so, on top of the experience you get from the succubi. 


Zeeaire 


Fireballs or Ice Storms will make quick work of the portal here. 


It’s time to finish off the Githyanki threat once and for all. Having Qara or another character that 
can cast area-of-effect spells here will be a big help. As always, rest up and buff yourself 
thoroughly before heading through the door. If you have the spells to spare, casting Stoneskin 
and Mage Armor on Karnwyr, Bishop’s animal companion, will provide you with a good distraction. 


When you're ready to get the fight on, head into the room and get ready for a long-winded 
conversation with Zeeaire, one of the upper-level mucky-mucks of the githyanki empire. The clock 
will be ticking on your buffs while you engage her in small talk, so if you have any short-duration 
buffs on yourself, you may want to either cast them after the talk is over, or simply explore the 
conversation tree, then reload your game and blast through it by goading her into a fight. 


Tip: If you can make a Diplomacy tip when asking Zeeaire about the crimes which you’ve 
committed, you can eventually sow some discord between her and her men. J ust keep selecting 
the topmost option here, and Neeshka will get your back in the second taunt or bluff check. 
Success here will cause some of the soldiers in the area to disappear before the fight begins. 


After Zeeaire steals the shards from you, the fight begins in earnest. Zeeaire’s minions will attack 
you while she casts spells from behind the portal. Obviously enough, when dealing with an enemy 
that can’t be hit, your best bet is to avoid them until you can deal with them proper-like. Tell all of 
your troops to leave the room and congregate in the hallway nearby (be sure that Bishop moves 
far enough to ensure that Karnwyr follows him), then order them to stand their ground. 


All of the minions will follow your troops, and Karnwyr, outside of the room, where you can easily 
chop them down; Zeeaire will have no choice but to stay inside her portal. When the minions are 
finished off, keep your troops parked at one end of the corridor, then send Qara or another 
spellcaster down in front of the door leading to Zeeaire’s chamber. The portal spires here are 
targetable, so casting a Fireball or Ice Storm centered on Zeeaire will damage them all. After two 
or three Fireballs or other area-of-effect spells, the portal will collapse, causing Zeeaire to lunge 
out of her portal and rapidly age. She’s nothing more than a githyanki with slightly better 
equipment at this point, so mob her and take her down. 


Chapter’s End 


Man, that was a hella long chapter, if we do say so ourselves. After speaking to Shandra, you'll 
warp back to the Sunken Flagon, where Duncan will fill you in on precisely how you managed to 
wind up with a silver shard in your chest. Surprisingly enough, Shandra becomes a member of the 
party at this point. Her class may be dependent on the choices you’ve made thus far in the game, 
but for us, she was a fighter, with 13 Strength. What’s more, she'll actually become a "free" 
member of the party, and doesn’t count towards the four-person cap. Fun! 


Crafting Recipes 


There are plenty of crafting abilities available in the game. For the most part, the ability to craft 
weapons, armor, and traps is fairly simple; you simply need a good rank in the appropriate skill, a 
mold, and materials. The method for crafting an item can be found by examining the mold. 


Alchemy, Wondrous Items, and Magical Arms and Armor are all a bit more complicated. You don’t 
need molds for these. Instead, you place a few items on a workbench, then cast a spell on the 
workbench (or use your mortar and pestle on it in the case of alchemy), and then voila! Your 
ingredients are turned into another item. For Alchemy, you will need to have skill ranks in Alchemy 
in order to make these items, but Magical Arms and Armor and Wondrous Items are created by 
characters who have the appropriate feats; there’s no skill associated with either of them. 


Tip: Keep in mind that the Craftmaster in Fort Locke will always be available to answer any 
questions you have about crafting. Return to him, or check your manual, if you have any basic 
questions. 


Following is a selection of recipes we've found in the game thus far. We'll update this list with 
more recipes as we find them. 


Alchemy Recipes 


Alchemy, for the most part, isn’t worth the effort. You can make grenades with it, but they're 
usually only good for small effects. Alchemy will be more useful when you come across an animal 
part. If you have a high enough alchemy skill, you'll be able to use your mortar and pestle on the 


Lich Dust or Bat Fang or whatever you find, which will turn it into an essence, which in turn will be 
useful for crafting magical items. 


Recipe NameRequirementsReagents 
Acid Flask Rank Four Venom Gland, Quicksilver 


Creates a thrown weapon that deals 1d6 acid damage. Handy for taking on trolls if you don’t have a mage or 
someone that can deal magical fire or acid damage. 


Recipe NameRequirementsReagents 
Alchemist’s Fire Rank Four Fairy Dust, Distilled Alcohol 


Can either be thrown for 1d6 damage or used on a weapon to temporarily add 1d4 fire damage to all attacks 
from that weapon. 


Recipe NameRequirementsReagents 
Choking Powder Rank Four Garlic, Belladonna 
Creates a Stinking Cloud effect that lasts five rounds. 


Recipe NameRequirementsReagents 
Holy Water Rank Four Amethyst, Powdered Silver 
Deals 2d4 holy damage to undead when thrown. 


Recipe NameRequirementsReagents 
Tanglefoot Bag Rank Four Quicksilver, Belladonna 
Creates an Entangle effect that lasts for two rounds. 


Recipe NameRequirementsReagents 
Thunderstone Rank Four Diamond Dust, Amethyst 
Deafens target for five rounds. Useful against spellcasters. 


Craft Wondrous Items 


Wondrous Items are magical items that are created whole; these aren't enchantments that are 
laid onto already existing items. Thus, you'll usually need to supply some kind of crafting material, 
like iron or leather, as well as the essences and jewels before you can make the item you want. 


Keep in mind that finding the jewels for most of these recipes will be wickedly difficult, at least in 
the early game. Most cheap jewels simply aren’t used in recipes at, so feel free to sell all those 
flouspars that you find, but keep anything that even sounds like it might be valuable. Later in the 
game you'll get more rare gems, but they'll always be the rarest part of these recipes. You can 
find animal parts to change into essences at some merchants, especially those in Blacklake in 
Chapter II. 


To make a Wondrous Item, place all of the listed reagents on a magic workbench, then cast the 
spell listed under the requirements on the workbench. Voila, your magical item will be ready to 


use. Be sure to make a quicksave before every item you make, though, as mistakes will 
sometimes prove costly, especially when you deal with the very rare gems. 


Note that if your spellcaster can’t cast the spell listed in the requirements, you can attempt to find 
a scroll for the spell (or have another character, like Sand, scribe one for them). Scrolls work just 
as well as memorized spells for the purposes of crafting items. 


Recipe NameRequirementsReagents 


1: Iron Ingot, Faint Fire Essence, 
Obsidian 

2: Iron Ingot, Weak Fire Essence, 
Diamond 

3: Iron Ingot, Faint Power Essence, 
Weak Fire Essence, Canary Diamond 
4: Iron Ingot, Weak Power Essence, 
Glowing Fire Essence, Star Sapphire 


Rings of Divine Power allow the wearer to memorize an extra divine spell per day. The power of the ring (1, 2, 3, 
etc.) indicate the level of the spell that can be memorized. 


Ring of Divine Power Caster level 8, Owl’s Wisdom Spell 


Recipe NameRequirementsReagents 


1: Iron Ingot, Faint Air Essence, Obsidian 
2: Iron Ingot, Weak Air Essence, 
Diamond 

Ring of Wizardry Caster level 8, Fox’s Cunning Spell 3: Iron Ingot, Faint Power Essence, 
Weak Air Essence, Canary Diamond 
4: Iron Ingot, Weak Power Essence, 
Glowing Air Essence, Star Sapphire 


Rings of Divine Power allow the wearer to memorize an extra divine spell per day. The power of the ring (1, 2, 3, 
etc.) indicate the level of the spell that can be memorized. 


Recipe NameRequirementsReagents 


+2: Iron Ingot, Faint Water Essence, Diamond 
Periapt of Wisdom Caster Level 8, Owl’s Wisdom spell +4: Iron Ingot, Weak Water Essence, Star Sapphire 
+6: Iron Ingot, Glowing Water Essence, Rogue Stone 


Periapts of Wisdom are headpieces that add a certain amount of Wisdom to the character that wears them. 


Recipe NameRequirementsReagents 


+2: Leather Hide, Faint Fire Essence, Diamond 
Headband of Intellect Caster Level 8, Fox’s Cunning spell +4: Leather Hide, Weak Fire Essence, Star Sapphire 
+6: Leather Hide, Glowing Fire Essence, Rogue Stone 


Headbands of Intellect are headpieces that add a certain amount of Intelligence to the character that wears them. 


Recipe NameRequirementsReagents 


+2: Two Leather Hides, Faint Water Essence, Diamond 

+4: Two Leather Hides, Weak Water Essence, Star Sapphire 
+6: Two Leather Hides, Glowing Water Essence, Rogue 
Stone 


Nymph Cloaks are cloaks that add Charisma to those who equip them. 


Nymph Cloaks Caster Level 8, Eagle’s Splendor Spell 


Recipe NameRequirementsReagents 


Iron Ingot, Weak Power Essence, Weak Water Essence, 
Canary Diamond 


The Medallion of Thought grants its wearer immunity to mind-affecting spells and effects (fear, confusion, etc.) 


Medallion Of Thought Caster Level Eight, Owl’s Wisdom 


Recipe NameRequirementsReagents 
Gem of Seeing Caster Level 10, True Seeing Spell Weak Air Essence, King’s Tear 
The Gem of Seeing can cast the True Seeing spell once per day. 


Recipe NameRequirementsReagents 
Cloak of Displacement Caster Level 3, Displacement spell Two Leather Hides, Weak Air Essence, Blue Diamond 
A Cloak of Displacement can cast the Displacement spell three times per day. 


Recipe NameRequirementsReagents 


+1: Two Iron Ingots, Faint Earth 
Essence, Obsidian 
+2: Two Iron Ingots, Faint Earth 
Essence, Diamond 
+3: Two Iron Ingots, Weak Earth 
Essence, Canary Diamond 
+4: Two Iron Ingots, Weak Earth 
Caster Level 7 (for +1 through +3) Essence, J acinth 
up to Caster Level 16 (for +8) +5: Two Iron Ingots, Glowing Earth 
Essence, Blue Diamond 
+6: Two Iron Ingots, Glowing Earth 
Essence, Rogue Stone 
+7: Two Iron Ingots, Radiant Earth 
Essence, Beljuril 
+8: Two Iron Ingots, Radiant Earth 
Essence, King’s Tear 


Bracers of Armor net the character that wears them a set bonus to AC. This usually comes in the form of a 
deflection bonus, making this incompatible with many magical sources of AC, such as Rings of Protection. 


Bracers of Armor 


Recipe NameRequirementsReagents 
+1: Iron Ingot, Faint Earth Essence, 


Sapphire 
+2: Iron Ingot, Weak Earth Essence, 
Emerald 
Amul, Natuarl Anon Caster Level 5, 6, 9, or 12, Barkskin +3: Iron Ingot, Faint Power Essence, 
spell Glowing Earth Essence, J acinth 


+4: Iron Ingot, Glowing Earth Essence, 
Weak Power Essence, Blue Diamond 
+5: Iron Ingot, Radiant Earth Essence, 
Weak Power Essence, Beljuril 


Amulets of Natural Armor lend the character that wears them a bonus to their natural AC. Like the Barkskin spell, 
this bonus will stack with deflection effects, like those of Bracers of Armor. 


Recipe NameRequirementsReagents 


Cloak of Elvenkind Caster Level 3, Invisibility Spell Two Leather Hides, Faint Water Essence, Fire Opal 
When worn, a Cloak of Elvenkind will net the wearer a +5 bonus to his or her Hide skill. 


Recipe NameRequirementsReagents 
Boots of Elvenkind Caster Level 3, Silence Spell Leather Hide, Faint Water Essence, Fire Opal 
When worn, Boots of Elvenkind will net the wearer a +5 bonus to his or her Move Silently skill. 


Recipe NameRequirementsReagents 
Belt of Agility Caster Level 8, Cat’s Grace Spell +2: Leather Hide, Faint Air Essence, Diamond 
Crafting a Belt of Agility will add Dexterity to whomever wears it. 


Recipe NameRequirementsReagents 
Scabbard of Keen Edges Caster Level 5, Keen Edge spell Wooden Plank, Faint Earth Essence, J acinth 
The Scabbard of Keen Edges can cast the spell Keen Edge once per day. 


Magical Arms And Armor 


Magical arms and armor aren’t created out of nothing, like wondrous items. Instead, these spells 
are cast on an existing weapon or piece of armor, further supplementing it with a bonus 
enchantment. 


Keep in mind that finding the jewels for most of these recipes will be wickedly difficult, at least in 
the early game. Most cheap jewels simply aren’t used in recipes at, so feel free to sell all those 
flouspars that you find, but keep anything that even sounds like it might be valuable. Later in the 
game you'll get more rare gems, but they'll always be the rarest part of these recipes. You can 
find animal parts to change into essences at some merchants, especially those in Blacklake in 
Chapter II. 


To make a magic arm or armor, place all of the listed reagents on a magic workbench, then cast 
the spell listed under the requirements on the workbench. Voila, your magical item will be ready to 
use. Be sure to make a quicksave before every item you make, though, as mistakes will 
sometimes prove costly, especially when you deal with the very rare gems. Magical weapons and 
armors can have up to three enchantments on them, but keep in mind that enhancement bonuses 
don't stack; only the largest one applies. (You can enchant an armor with a +2 enhancement and 
a +3 enhancement, but afterwards it will only be +3, not +5.) 


Tip: If you’re going to craft a magical weapon or armor, be sure to have an armorer or weapon 
crafter in your party make one out of a special material, like alchemical silver or adamantium. 
These ores have special characteristics that may come in handy against certain opponents, such 
as when you have to use silver against werewolves. 


Note that if your spellcaster can’t cast the spell listed in the requirements, you can attempt to find 
a scroll for the spell (or have another character, like Sand, scribe one for them). Scrolls work just 
as well as memorized spells for the purposes of crafting items. 


Weapon Enchantments 


Enhancements will work on bows, but most of the other weapon enchantments won't, or at least 
won't affect what actually hits the enemy: your arrows. 


Recipe NameRequirementsReagents 


+1: Weapon, Faint Air Essence, 
Obsidion 
+2: Weapon, Faint Air Essence, 
Diamond 
+3: Weapon, Faint Power Essence, 
Caster Level 3, 6, 9, 12, or Weak Air Essence, Emerald 
15; Light spell +4: Weapon, Weak Power 
Essence, Glowing Air Essence, Star 
Sapphire 
+5: Weapon, Glowing Power 
Essence, Glowing Air Essence, Blue 
Diamond 


Enchanted weapons gain a bonus to their attack and damage rolls, and many powerful creatures require magical 
weapons in order to be hit. If you’re going to bother to enchant a stock weapon, don’t buy one from a store; have 
one of your armorers make an adamantium or other exotic-material weapon, just in case you run across an 
enemy with that particular kind of weakness. 


Weapon Enhancement 


Recipe NameRequirementsReagents 
Flaming Weapon Caster Level 10, Fireball or Flame Strike spell Weapon, Weak Fire Essence, Ruby 
Enchanted weapon deals an extra 1d6 fire damage. 


Recipe NameRequirementsReagents 
Frost Weapon Caster Level 10, Ice Storm spell Weapon, Weak Water Essence, Star Sapphire 
Enchanted weapon deals an extra 1d6 cold damage. 


Recipe NameRequirementsReagents 


Caster Level 10, Call Lightning or Lightning Bolt 
spell 


Enchanted weapon deals an extra 1d6 lightning damage. 


Shock Weapon Weapon, Weak Air Essence, Canary Diamond 


Recipe NameRequirementsReagents 
Poison Weapon Caster Level 10, Poison spell Weapon, Weak Earth Essence, Emerald 
Enchanted weapon has a chance (DC14) to deal 1d2 Constitution damage on a hit. 


Recipe NameRequirementsReagents 


Acid Weapon Caster Level 10, Melf’s Acid Arrow Weapon, Weak Earth Essence, Emerald 
Enchanted weapon deals an extra 1d6 acid damage. 


Armor Enchantments 


Most armor enchantments will only work on body armor. 


Recipe NameRequirementsReagents 


+1: Weapon, Faint Earth Essence, 
Obsidion 
+2: Weapon, Faint Earth Essence, 
Diamond 
+3: Weapon, Faint Power Essence, 
Caster Level 3, 6, 9, 12, or Weak Earth Essence, Emerald 
15; Light spell +4: Weapon, Weak Power Essence, 
Glowing Earth Essence, Star 
Sapphire 
+5: Weapon, Glowing Power 
Essence, Glowing Earth Essence, 
Blue Diamond 


Enchanted weapons gain a bonus to their attack and damage rolls, and many powerful creatures require magical 
weapons in order to be hit. If you’re going to bother to enchant a stock weapon, don’t buy one from a store; have 
one of your armorers make an adamantium or other exotic-material weapon, just in case you run across an 
enemy with that particular kind of weakness. 


Armor Enchantment 


Recipe NameRequirementsReagents 


Caster Level 10, Resist Energy 
spell 

Enchanted armor causes wearer to gain acid resistance of 10, which means they ignore the first ten points of 
damage from any acid source. 


Armor of Acid Resistance Armor, Faint Earth Essence, J acinth 


Recipe NameRequirementsReagents 


Caster Level 10, Resist Energy 
spell 

Enchanted armor causes wearer to gain cold resistance of 10, which means they ignore the first ten points of 
damage from any ice or cold source. 


Armor of Cold Resistance Armor, Faint Water Essence, J acinth 


Recipe NameRequirementsReagents 


Caster Level 10, Resist Energy 
spell 

Enchanted armor causes wearer to gain electricity resistance of 10, which means they ignore the first ten points 
of damage from any electricity or lightning source. 


Armor of Electricity Resistance Armor, Faint Air Essence, J acinth 


Recipe NameRequirementsReagents 


Caster Level 10, Resist Energy 
spell 


Enchanted armor causes wearer to gain fire resistance of 10, which means they ignore the first ten points of 
damage from any fire source. 


Armor of Fire Resistance Armor, Faint Fire Essence, J acinth 


Recipe NameRequirementsReagents 


Caster Level 10, Resist Energy 


Armor of Sonic Resistance 
spell 


Armor, Faint Power Essence, J acinth 


Enchanted armor causes wearer to gain sonic resistance of 10, which means they ignore the first ten points of 
damage from any sonic source. Seriously, now, don’t even think about using this recipe. 


Recipe NameRequirementsReagents 


Acid Weapon Caster Level 10, Resist Energy spell Armor, Faint Water Essence, J acinth 
Enchanted weapon deals an extra 1d6 acid damage. 


